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latest issue of Nintendo Power, it's W -^ 
time to get a new hobby. 
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ndo 64 Debuts 26 


You ve seen the system and the con- 
troller, now check out the stunning 
james for the Nintendo Ultra64 The 
ower editors dropped in on Tokyo's 
Shostinkai trade show for ann- 
depth preview of the most anticipat- 
ed video game system for 1996 
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PLAVER'S DULSE 


Responses to our request for dream game ideas contin- 
ue to come thick and fast. Lots of readers want Zelda, 
Final Fantasy, EarthBound and Super Metroid sequels. 
Here are some other excellent, creative » just plain 
weird concepts from our readers. ^ a 


Gee. Wished | Had 

Thought of That 

l've got a great idea for a 
game based on‘@ movie!! It 
stars Jean-Claude van 
Damme and Raul Julia’ It's 
called Street Fighter It’s 


action packed and . ; wait. 
aminute.. never mind 
Uo Mike Bruno 


“Marlton, NJ. . 


Painting for a Sequel =< 

| hope to see a sequel 
to a classic non- |” 
game Mario 
Paint!!! A sequel i 
with many 


Adam R Haight e LE (^ 


( 


upgrades to the original 
options and many new 
activities such as color mi 
itg; new animation-choices, 
and possibly a few more dif- 
ferent beats to the awesome 
music option Would be 
great! f 

Jeremy Devorkin 

, .3 Austin, TX 


Book £m 
Why notcreate a game 


“gest the Dragonlance” 
Saga by Margaret 


new RPG 
because of its: 
twisted plot 


‘Braeclen Shosa, 
Mount Vernon WA 


-from a great novel? | sug-_- 


and great 
characters! 
This game 
would be a 
tough competi- 
tor-with Square's 
Chrono Tigger and Final 
Fantasy series! 

Cathy Chen 

` Plano, TX 


My Hero. -Mel 


A game should be made 


. going through the inside of a 


"Super NES, NES, Virtual Boy 
or Game Boy. Around every 
chip yok would face the 
biggest and slimiest villains 
from all of the tóp games 
On top of all that.t could be 
3-D. The goal of my dream 
game is to find the problem 
in the system just like a 
repair guy ongal would. On 
the way through the system 
you could find wrenches 

and other tools The hero is 
me, cause { think that most 
Nintendo Power readers 
would love to be in a game., 
Jayne Lorenz 
Syracuse, NY 


Bet a lego Up 
1 was building with my Legos 
and | thought that you could 
make a Lego video. game like 
Sim City. You would pay 
small amounts of money to 
buy different-sized bricks to 
build a hotel or house. 
Robert Sharkey 
Bonita Springs, FL 


Flash forward 

A continuation of the 

Flashback game In my 

opinion, this is the best 

game for the Super NES 
David Bredehaft 
Lake Charles, LA 


Alternate Universe 
I have always thought an 
Interesting game would be 
an alternate video game 
upiverse The basic idea is 
to create a game in which 
characters from one game 
are trapped in another and 
they have to make their way 
back to the real video game 
world in which they belong 
Dave DellaVecchia 
„Philadelphia, PA 


School of Hard Knocks 
| think you should?make a 
Super Punch-Out! t-2-with 
new challengers and more 
moves'forthe player, ani 
harder Circuits, 

Scott McDonough 

St. Louis, MO 


DOWER FALLS 


What's with the wet look, 
uys? Nintendo Power readers 
ris Roy of Wheaton, Illinois, and 
Phil Black of Hinsdale, Illinois, took 
their Game Boys along when they 
visited waterfalls this summer 
That's Kris d m front of 
Niagara Falls and Phil next to Angel 
Falls n South America—the world's 
tallest waterfall! 


A Blast from the Past 
| really would like to see a sec 
ond Blaster Master game The 
NES version was awesome, but 
its graphics capabilities are way 
outdated 

Bryon Aspenlieder 
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Action! Roll ‘em! Volume 69 Player's Poll 


star Jonathan Brandeis strolled by The 
trip was perfect for Seth, a confirmed 
seaQuest freak and aspiring actor 


Another future Emmy winner of 
America hard at work! 


"Mr 
Montgomery! 
You're needed 
on the set!" 


Seth listens to an assistant director 
Because the scene was shot out of 
season, prop workers had to paint the 
green oranges the proper color! 


Montgomery of Topeka, Kansas, traveled to Orlando, Florid. 
an extra on seaQuest DSV, Courtesy of NP and T«HQ The super- 
nice crew treated Seth like'a star, and even gave him his own dress 
ing trailer! Decked out like an undersea 
farmer, Seth plucked oranges while series 


Come Fly with Me 
Kaer’s Aerobiz Supersonic 
First, lots of extra cities 
could be added. Then, a 
bunch of new planes 
should be added As an 
additional feature, the game 
would allow you to start 
Frequent Flyer programs to 
Increase travel in large 
cities and hubs 

Joshua Chlapek 

Temple, TX 


Grand Prize winner Seth 
to be 


Seth, Jonathan and 
Nintendo Power Volume 
77. Our intrepid reporter 
ni informs us that immedi- 
f ately after this shot was 
taken, Seth and Jonathan 
tore open the issue to 
find the secret to 999 
1-ups in Yoshr's Island 


| 
| 


Ever wonder what's popular with players around the world? Then check d 
out our list of the top games in Japan! Meanwhile, Killer Instinct remains 

firmly atop the Power Charts, thanks to your votes tn the Player's Poll 

Contest Be sure to make your voice heard by sending your entry today 
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Chrono Crazy 


| would like to know if you 
will publish a Player’s Guide 
for the hit RPG Chrono 
Trigger. | think it would really 
help players get through this 
massive game I really look 
forward to buying Chrono 
Trigger when it makes 
its way to video 
game stores, although 
I'm not exactly an 
RPG fanatic The 
characters designed 
by Mr. Akira 
Tortyama look very 
cool. Also, the 
game’s graphics are 
really impressive. | 
visited a friend playing a 
Japanese version of Chrono 
Trigger What I saw was 
detailed backgrounds and 
character graphics, not the 
block backgrounds and pixel. 
like characters in traditional 
RPGs. Oh, and ! LOVE the 
battle scenes. Not that | love 
violence, but the weapon 
and tech attacks (especially 
Crono's Cyclone Attack) look 
just superb. To sum it all up, | 
would say that | WANT 
CHRONO TRIGGER! 
Peggy Wong 
Scarborough, Ontario 


ish ts our cc ] 
y The new Chrom 
Pk 


s Guide is hot 


ses You can 


one up at most stores that 


to merit their own icon W's 
kind of like making an icon 
for games with Mario in 
them! I think’s its safe to 
assume that if you make a k 
garne completely out of B00-255-3700 
polygons, people are going HDD-Az Tnm 
to know it's an FX chip PUT i 
game. gis 


Chip Shot 


I hate to break it to you, but 
you don’t need a Super FX 


Gavin Harman inch: 


Ontario, Canada 
TALK TO TOA 
COUNSELOR 


guing point, Gavm, but 
w that creative 


ners PHE e 
1-900-288-0707 
iper FX chg Ds 
allowed Mr. Miyamoto and T-300-451. 4200 


his team to make ti 


and morphir 


chip icon in your Head to 

Head table in Now Playing 
The fact is, Super FX games 
Just aren't common enough 
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EDITOR'S CORNER 
Notice some changes in Player's Pulse this month? 
Starting with this issue, we're boosting the number of 
pages dedicated to your letters and art from two to 
three! fill the credit for this improvement goes to cur 
readers. $o many of you wrote In asking for a bigger 
Player's Pulse that we sald, “What a brilliant ideal” 
We're especially happy to be able to print more of your 
artwork There’s no doubt in our minds that Nintendo 
Power readers are an incredibly talented and creatiue 
bunch! We also decided to put Power Charts right In the 
middle of Player’s Pulse because our readers are heard 
loud and clear in both sections. You make your uoice 
heard by writing in to Player's Pulse and by voting in 
the Player's Poll at the back ef every issuet 


What do you think of the changes we've made to 
Nintendo Power for ‘962 


That intvepid invevtehvste is hick dnd squivwier 
thin ever in Shings 10-stage sequel £0 1994S 
SwHSh hit. Jims legions Ofefans will try "We fre 
not worthy OF yout” aften geghhing d glimpse OF 
his Sbeced-One new | 


All cheracters and related indica ar “ade of Shiny Entertainment, Inc * 1895 Playmates: 
Interactive Entertainment 


Shiny kept the terrific features of Earthworm Jim 1 ujfthis smc 
anticipated sequel The richly detailed backgrounds, buttery 
smooth animation and, best of all, demented me are 
back EW] 1 fans will recall that with 
the aid of his super spacesuit, Jim 
rescued the gorgeous Princess 
,JNhats-HémMame from 


wooed and won the fair maid 

This puts jim next in line to be Monarch of the Gak 

not to mention mayor of Carmel, California! Seekin: 

J the throne for himself, Psy-Crow nabs the princess and i} 
runs off to the Lost Vegas system for a quick, non con- " 
senting wedding jim must pursue the beastly bird and. ^ =~ 

his gorgeous captive through some of the weirdest Planets 

in the video-game universe 
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The gan&down at Shiny practically had to use a crowbar to arsenal includes the useless but way cute bubble att and 
cram all the new goodies into this game! The wondrous worm- the wide angle three-finger gun instead of rememberifire 
guy will go excavating.in a mine, herd a balloon and save tum passwords, all you need to do is grab a worm flag, earth 


bling puppies4with a giant marshmallow: dNeW Sirallery in Jim's flag, Jim flag and television in each 


lim finds himself deep underground, but fear 
not After all, worms like diret fis truly amaz- 
ing plasma blaster becomes a combiy dirt dig- 
ge sot masher The earthworm will move 
lots of dirt as he winds his way to fresh air 


This go round, Pete travels to Nowhere City 
in a bid to rescue his precious pups from thata 
cruel dog-tosser, Psy-Crow Pete’s still playing 
his Jekyli-and-Hyde routine If four of Petefs 
pups go splat, he'll transform into a ravenous, 
worm-eating bowser! 4 


Major Mucus rules his planet with a shimydfist, 
.but-Jim decides to pick a fight anyway Ur 
herd, jumps aboard his trusty pocket rocket 
and fiidges a balioon bomb to the Major's 
crater. E 


b Swell, TE 


4 
Jim decides to eliminate the middleman 
and begbme a balloon himself He gets a 
swelfed head while infiltrating the Circus of 
the Scars, run by his familiar foe, Evil the 
Cat Step right up! See the Elephant Man! 


Whirl! Lose your lunch! eve 


Y — 


y set 


EW) 1 fans will recall Bob, the goldfish with the personality 
‘of a piranha! Along with his hulking hench-cat, #4, Bob likes 
to summer on this planet filled with homicidal octopi and 
plump pi: 
= ! Whoa there, pardnerliDon’t be so hasty to 
Sue LON R E j reach the end of this stage Instead, jump 
c onto this ledge to activate a circle of stars 
Go back a few steps toward the pig scale 
Fab a T-up with the help of Jim You'll find four plasma-blastet, icons, worth 
val, Snott, who's hitching a nde in g - 4 r 1,000 rounds of ammo! ‘ 
Jim's bac From the start p 1 j 
head to the right until a slimy bral 
ts within reach Now go left wi 
pressing the B Button twice Snott wi 
shoot out and grab the ceiling 
Continumg his leftward joumeyetfi 
should ke p the Tarzan adf Until 
grabs the 1-up s 


(8). vureo rower 


v 


s full of hidden triggers, and we're not just Tales 
bout the ones activated by Jim's itchy finger A cir- 
cle of stars will appear briefly after Jim drops to thts 
pedestal That’s always a cue that something good q 
happened Jim should head back by the overhead ro! Halway across the bar at the top of the*sranny lifts, 
he just took to find a super suit power-up let go and press the Y Button to actvate [i parael i 
chute Fic vn and to the left to home in on tft 
homing n Can't elude the dive-bombing ge "8 
atrics, dear friend? Press 
t when the fus fg 
ny appears [.. 1 
and right again for In D 
the second Forthe | 


next ti press left, 
right and left 


RENZ N'S 


Ihe innovators at Shiny plow another new path in game play. Here, Jim uses his 
ma blaster to dig put of a very deep hole. He can climb mounds of fallen dirt 
leap up. The dirt can also douse flames spurting from the gas pipes. Time 
ing, though, Snag a stopwatch or Jim will lose serious energy! 


ff on the Pipe opposite the flame Jump, then 
Bverse in midair to grab the pipe just above you. It 
eads to this 1-up Parachute off the far end of the 
pipe Avoid the flame and grab this worm flag-up 
and a super suit 
power 2-up on 
)) your way deii 06 


ES 


dene 


Munch a chip Butty, to boost Jim's energy to 200 
ercent! You should have lots of time at this 
int, so hold off on iebbing the stopwatch. 
ton below Instead, head fight and climb toai 
second ledge Snott swing to the chip butt then 

rn to grab the stopwatch » ai 


= 
ca ud 
amete m er 
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(8). wnrenpo Power 


This unicycling fool tosses off ity bntys 
maggots and tries to swallow Jim whole 
Stand back and zap him with everything 
youlve got, When he cycles near, leap 
“over him and shoot him again from the 
Jack Liquidate this lethal larva as soon 
as possible. You'll need to save your 


y for the hext 


All the ai 

@hergy 

Jump and spin to get to the pipe of the left, then 
dash, io the right and parachute off Drift down to 


‘energy, you can save . 
| 3 
time by skipping the 
extra-energy icons on 
your path 


ow has hightaifed to Nowhere City, 
fe he's tossing Pefe's 600 puppies out the 
Gf a Spaceport control tower! Use 


Marshmallow to bounce them t 


"Frmiss, or Pete will take revenge o 

worm-hide! Defuse Psy-Crow's m 

y bouncing three bombs to Pete. Aj 
^t forget the password flags! 


always stop, 
t Wher 


se pinball 
10 Blab Sih rth ilag 
extra Pla ster | 


(8). wurenoo power 


WORM JIM 2 “© 
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Pirate ships, flying sumo wrestlers and giant blobs of green goo guard the 
o jor. Maus! hole in the slime! Riding his pocket rocket, fm wili 
to shove a floating bomb to the major thenvbiow, it up! While en 

shoot twa giant boulders to , 
wipe out all éatapults on- 
screen. When fearing the: 
Mucus manse, Shove the 
balloon-bomb off the bot 
tom of the screen. le will 
he space-brooms and 
circle back to the majol 


pain-in-the-nose 


Afterward, drop through the floor Correctly 
repeat the sequence of 

flashing bumpers to 

win an ocean of 

prizes. The best part is, 

you don't have to listen 

to obnoxious patte 

from a game-show hosi 


m iQ ue xoue SAN 
ao pat voue NE 


VES 


e UE Hip Few M 
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Fiendish alien invaders are using their technical superiority to beam up bovines. But Jim, the ever-gallant 
worm, Won't let these guernsey-grabbers get away with their mad plans. Jim will have to corral the cows 
and Tug them to the safety of nearby barns. His friendship with animals stops when.vicious penguins cross 
P path. Jim will also have to watch out for killer coffins and close encounters of the udder kind! 


After passing the first continga sign, drop 
down to a cow-sprouting plant Green: 
slime will be dripping from fhe tock fore 
mation on your left Snott swi Rite the left 
to grab some serious artillery. The next gam 
power-ups seem to be just out of reachy 
hy the slight bump in the field, then! 
Bim. you'll be able to climb the 
Ne and ch the power-ups 


UAE. IN 


after you drop off the last «ow, no' 4 

to your left and drop down tci.the | 
tinue sigh Now's the time to sáy; 
y Snott, old buddy, old pal," and 
s your B Button twice Your old pal 
| help you arc gracefully to the 
it, where you'll find more ammo, a 
er suit power up and a password 
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anding on ISO 9000, the planet of paperwork, Jim wall have to work furiously 
to get his footing on a mountain of dacumepitation Then its time to chow down 
on Level Ate, the planet of char-broiled steaks and picnic utensils Finally jim 
i, reaches Cupid Cathedral, the 24-hour church and deli where Psy-Crow plans to 
enter into holy matrimony with Princess Wha er-Name will our hero tri- 
3 mph? Will true love 
| come through? Can the 
gang at Shiny cram any 
ore Jokes into the 

anual? (Doubt it) To | 
ind out, you'll have to 
une yi to this action- 
packed sequel your- 


s 9 i 
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THE SHOW 
GOES ON 


| IR | evealed in all of its glory for the first 
time, the Nintendo 64, Japan's version 

of the Nintendo Ultra 64, debuted at 
Shoshinka/Space World over Thanksgiving 
weekend, 1995, to a dazzled, international 
audience The first playable game, tentatively 
called Super Marto 64, showcased the vast 
potential of the 64-bit system Nintendo Power 
Source brought you the first photos and news 
live on-line from the show In this article, 
Nintendo Power goes in-depth, revealing all of 
the details available for the Nintendo 64 and 
the 13 games demonsirated at the show We 
also go behind the scenes with Shigeru 
Miyamoto and Takashi Tezuka of EAD 
(Entertamment Analysis & Development}, bet- 
ter known as the brain trust of Nintendo's pre- 


You’ve heard 
about the light at 
the end of the tun- 
nel? The debut of 
the Nintendo 64 in 


Japan appeared more like a super nova explod- mier game development group In addition to 
ing in your face. Everything we wanted, every- that, we have exclusive formation on the 
thing we hoped to find, everything we dreamed Nintendo 64 disk drive plus a rundown of the 
about in the ultimate video game system was best Super Famicom, Virtual Boy and Game 
there at the Shoshinkai/Space World show, and Boy titles that also debuted at Shoshinkar 

so were we. Now it's your turn. Join us for the But first, a little background. Shoshinkai is 
first in-depth look at the future of video games an annual exhibition sponsored by the distribu- 
with photos, reviews, interviews and more news tors of Nintendo products in Japan Although it 
direct from Japan. It doesn't get any better is similar to a CES or E3 here in the U.S, the 


than this. show is always limited to Nintendo products 
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Traditionally, Shoshinkar has been the 
forum Nintendo has used for introducing 
new products. The show is attended by 
distributors, developers, third-party pub- 
lishers and press from around the 
world Following the one-day 
Shoshinkai event, the giant conven- 
tion hall in Makuhari turns into a 
circus called Space World, which is 
open to the public Thousands of 
excited gamers stream out of the 
Keryo Line trains from Tokyo to spend 
a day or two with the latest. Nintendo 
games For gamers, during the three days of 
Shoshinkar and Space World, this is the only 
place to be in the world 
| ere, in one dense paragraph, 
| |, you'll find all ofthe essential 
sound bites you'll need to 
impress your friends (and dismay Sega 
and Sony owners) about the Nintendo 
64 and  Shoshinka! Bite 1: 
Mr — Yamauchi, President of 
Nintendo. Company 
ltd, announced in 
his speech that the 
Nintendo 64 would 
be released in Japan 
on Aprl 21st at a 
price of 25,000 Yen 
Bite 2: In a tele-con- 
ference on the fol 
lowing day, Howard 
Lincoln, Chairman 
of NOA, confirmed 
that the NU 64 
would sell for under 
$250 when it ts 
released in the US Bite 3: Thirteen games 
were demonstrated at the show, including two 
playable demos. Highlights of eleven of the 
games appeared only on looping video tapes, 
but even these sneak peeks held some won- 
drous images Bite 4; A memory card for the 
controller was revealed for the first ume 
Although the final memory size of the card 
had not been determined at the time of the 
show, its function was clear Using the memo 
ry card, which will be sold separately, you can 
save a game in progress and continue play on 
any Nintendo 64 Bite 5; Mr Yamauchi 
announced that the read/write drive accessory 


"Super Mario 
64 showcased 
the vast poten- 
tial of the 64- 
bit system.” 


FHE SHADOWS 


neice lA Bian 


for the Nintendo 64 would debut in 1996 at 
Shoshinkai and that one of the first games 
would be The Legend of Zelda 64—another 
temporary name 


THE PLATFORM 


& THE GAME 


| | Friday, November 24th, at the 


us Makuhari Convention Hall in Chiba, 
Japan, the Nintendo 64 was an enigmatic box 
symbolizing the hopes and fears of gamers 
around the world Everyone hoped that, once 
opened, it would be as incredible as Nintendo 
promised, but not everyone was convinced 
that a $250 video game system could live up 
to the hype 

The machine incorporaied some of the 
most advanced computer technology: MIPS 
64-bit RISC CPU, SGI Reality Co-Processor, 
Rambus D-RAM The specs looked awesome, 
but specs can be manipulated and competi- 
tors may try to put their own spin on the specs, 
making people question their importance 
What was missing to define the hardware was 
a game, something that you could actually 
play on the Nintendo 64, a game that would 
leave tts competition back in the dark ages of 
32-bit architecture 


VOLUME 80 C) 


“a new 
type of 


game, as 
distinctive 
as platform 
games but 
infinitely 
more vari- 
able and 
realistic.” 


@Q wenoo rower 


That game turned out to be the biggest sur- 
prise in Nintendo history, and the best kept 
secret Rumor had it that Shigeru Miyamoto 
was working on a Mario game, but hardly 
anyone outside of Nintendo had a clue as to 
the kind of game that was in development in 
Kyoto. They wondered 
how Nintendo would 
make use of the power of 
the Nintendo 64 As it 
turns out, that was 
entirely the wrong ques- 
tion. The truth is that the 
game, Super Mario 64, 
shaped the Nintendo 64 
hardware more than the 
hardware shaped the 
game. In a candid dis- 
cussion with Nintendo Power, Shigeru 
Miyamoto revealed that he began thinking 
about Super Mario 64 five years ago during 
the initial 3-D work on Star Fox As the shape 
of this new game sharpened in his magina- 
tion, the need for better hardware to run such 
a game became apparent, and the seeds ior 
the Nintendo 64 were sown. The beauty of 
this approach to developing software and 
hardware jointly ts that it is a synthesis of cre- 
ative and technical talent An 
engineer might know how to 
get a graphics processor to 
perform miracles, but only 
the game designers and 
artists can tell him which 
miracles are worth perform- 
ing 

The defining contribution 
of Super Mario 64 may not 
be that it drove the develop- 
ment of the Nintendo 64, but 
that it has created a new type of game, as dis- 
tinctive as platform games but infinitely more 
variable and realistic In a single, brilliant 
stroke, Miyamoto and his team created a new 
standard. Previous games such as Doom, Myst 
and Alone Jn the Dark just scratched the sur- 
face of 3-D gaming environments. Either you 
blasted everything in sight, solved abstruse 
puzzles, or did a combination of both In 
Super Mario 64, Mario roams freely through- 
out an Interactive environment, discovering 
wonderful places and dangerous enemies 
Imagine the richness of Yoshi's Island game 
play in the most impressive 3-D world ever for 
a video game and you'll get at least some idea 
of what Super Mario 64 has to offer Recently, 


game critics have been wondering if game 
development will ever move on from standard 
platform action, tournament fighters and first- 
person perspective shooters The answer, now, 


15 that it has THE 
CONTROLLE 


uper Mario m 
H 64's contri- ^ 
bution io 


the development a^ 
ofthe Nintendo 
64 didn't stop 
with — setting 
requirements 
for 3-D graph- 
ics and high- 
speed com- 
puting power- 
it also dictated 
that a special 
new controller 
would have to 
be created. It 
should come as 
no great surprise 


that the Nintendo 64 controller feels as if it 
were made for Super Mario 64 It was. Control 
of Mario has never been so precise, and Mario 
has never before had so many abilities to help 
him combat Koopa's plots of Mushroom 
Kingdom domination The world’s favorite 
plumber has added climbing moves, aerial 
flips, and a helicopter spin to his athletic 
repertoire, but the most impressive moves 
come from use of the Nintendo 64's 360" ana- 
log Control Stick How do you run in Super 
Mario 64? Press the Control Stick as far as it 
goes In the direction that you want Mario to 
run, Off he scampers But if you want Mario to 
edge forward slowly, move the Control Stick a 
short way in that direction and he'll cautious- 


| ly put a toe out It’s so simple that business- 
men who never play video games were 
hooked instantly by the action 

In addition to the cool Control Stick, ten 
buttons on the Nintendo 64 controller offer a 
wide range of play control The four buttons 
on the right side of the controller have been 
dubbed the C buttons. In Super Marto 64, the 
C buttons control camera movement. Each C 
button-Up, Down, Left or Right-switches the 
camera perspective [n a 3-D world, you can 
lose your character behind objects if you 
just follow along behind By swinging the 
camera perspective to the side or above, 


or by zooming out, you can regain visual con- 
tact with your hero in time to avert disaster 
The Left and Right Triggers on either side of 
the controller work like the Right and Left 
Buttons on the Super NES. The large A and B 
buttons control main functions, such as jump- 
ing and throwing objects. Depending on the 
game, these buttons may have multiple func- 
tions. For instance, in Super Mario 64, Mario 
can helicopter spin if you push the A button 
while he i5 in the air. The Start button is basi- 
cally the same as any start button The Z 
‘Trigger is hidden beneath the controller, but it 
15 one of the coolest features of the new unit 
It can be used for finng weapons, activating 
motions or other options as designated by the 
programmer As for the cross pad on the left 
side of the controller, Shigeru Miyamoto con- 
cedes that it is there, in part, in case people 
don't feel comfortable with the Control Stick, 
although it could be used for other functions 
Since the Nintendo 64 console has four built- 
In controller ports, multi-player games should 
be a mainstay of the system An additional 
port in the back of the console can accommo- 
date a fifth controller or another i/o (input/out- 
put) device 
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THE DISK DRIVE 


uring his speech at Shoshtnkai, Mr 
[J Yamauchi described the need for a 
high-speed, mass volume memory 
device without the limitations of CD-ROM 
"ROM," he explained, “means Read Only 
Memory All it can do is read data. But what 
if you had a storage medium that also 
allowed you to write in data? With such a 
device, you could make an entirely new kind 
of game.” That new kind of game will debut 
this coming fall when the first games debut at 
the next Shoshinkai, but Nintendo Power can 
now reveal the first details of the new mag- 
netic disk system The 64DD, as it is being 
called at this tme, makes use of a high-densi- 
ty magnetic disk capable of holding 64 
megabytes of information, or about eight 
times the amount of data that cartridge-based 
Nintendo 64 games regularly will hold. The 
Seek time of the drive averages 150ms com- 
pared to about 212 ms for one of the newest 
six speed CD-ROMs or 320ms tor double 
speed CD-ROMs (The lower the number, the 
faster the seek time ) Data transfer speed on 
the 64DD is approximately 1 megabyte per 
second. A six-speed CD-ROM only manages 
900KB per second, while the common dou- 
ble speed CD-ROM  pokes along at 
300KB/second. But by far the most significant 
fact about the 64DD is that it can be written 
to, not just read from Uses may include cus- 
tomization of games, creativity. programs 
such as 3-D Mario Paint, and a 
means to download games and 
programs from network 
or satellite sources. 
The flexibility of the 
system ıs Its great 
est strength, mak- 
ing it the perfect 
complementary 
device for the 
| ultimate game 
machine. 


The Game 


GWE 
F D) 
Nintendo Power sat down 
with Shigeru Miyamoto 
and Takashi Tezuka for an 
hour and half during the 
show. Over that time, the 
two creative giants talked 
about their involvement 
with Super Mario 64, the 
Nintendo 64 hardware and 
future projects. They also 
revealed some of their phi- 
losophy of game design 
and the often outrageous 
sources for new game ele- 
ments, 


ost gamers instantly 
recognize the name 
of Miyamoto. The 


creator of the Mario and 
Zelda games 1s the most ven- 
erated figure in the video 
game world, but for all of his 
fame, he continues to be one 
of the most personable men in 
the industry, relaxed, humor- 
ous, but thoughtíul and 
always open to ideas. In fact, 
after answering our string of 
questions, Mr. Miyamoto plied us with 
his own questions about American 
gamers. He is intensely interested in what 
Americans want in games 

Takashi Tezuka may not be as well 
known as Miyamoto, but his work shows 
much the same type of genius and atten- 
tion to detail On Yoshi's Island, Tezuka 
had the hands-on control as director of 
the game's development while Miyamoto 
managed the larger issues as producer. 
For Super Mario 64, those roles were 
reversed, and the two men will also work 
together on The Legend of Zelda 64. 

Power: "When did you begin work on 
Super Mario 64?” 
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Miyamoto “I first had the idea to do a 
3-D Mario game when i was working on 
Star Fox That was five years ago. | had 
always wanted to do a game that recreat- 
ed an entire world in miniature, like 
miniature trains When I saw what could 
be done with 3-D modelling on the Star 
Fox game, | knew we could do much 


more Super Mario 64 as you see it here 
(at Shoshinkai) i$ about 50% complete 
but only 20?6 mapped out We have 
worked on this game for a year and a 
half, but design work on the game con- 
cept began a year before that During 
that time, we shared ideas with the 
hardware design people.” (Mr 
Miyamoto later pointed. out that the 
early development of any game takes a 
great deal more time than the final por- 
tion. When asked if the game would be 
completed by April, he said they would 
be finished in plenty of time ) 

Power “Do you find that game ideas 
drive new technology or is the opposite 
true?” 

Tezuka: “Hardware technology is very 
important, but if we rely too much on the 
hardware and not enough on ideas, you 
won't make games You'll have demon 
stration sofware New technology can 
make things more interesting. For exam- 
ple, the Nintendo 64 can produce 
advanced images, but if that’s all we 
emphasize, the game will be boring The 
problem we face is how to use advanced 
technology to enhance game play. The 
technology is just a tool for the expres- 


sion of ideas " 

Power: “Is there a philosophy that 
guides your game development?” 

Miyamoto. “In Super Mario 64, I 
wanted to include more details The 
Ideas we use in the game come from 
real life, but they may not seem so. In 
the process of including an idea in a 
game, we often change it many times 
before reaching the final version For 
Instance, during the development of 
Super Mario 64, Mr. Tezuka got an idea 
about putting his wife in the game. His 
wife is very quiet normally, but one day 
she exploded, maddened by all the time 
he spent at work In the game, there is 
now a character who shrinks when 
Mario looks at it, but when Mario tums 
away, it will grow large and 
menacing. This is the image he 
got from his wife and we 
thought it would be great in 
the game " 

Power. “How does your 
wife feel about this?" 

Tezuka (laughing with a 
shrug): "She knows." 

Power "What is the most 
important thing that you can 
achieve with the Nintendo 
64" 

Miyamoto "Before, in ear- 
lier games, we couldn't show 
the entire game world in detail 
and we couldn't convey all the 
emotions of the characters. 


Now, we can do that on the Takashi Tezuka, teft, and Shigeru Miyamoto, right, talked with Nintendo 
s ower about exciting, upcoming games for the Nintendo 64 


Nintendo 64 I've always want- 
ed to create realistic experiences, full 
experiences such as you or | could have, 
but in exciting worlds ^ 

Power. “How will The Legend of 
Zelda 64 and other games make use of 
the 64DD?" 

Miyamoto. “It’s too early to say much 
about the Zelda game except that Mr 
Tezuka and | will be working on it after 
we finish Super Mario 64. Right now, it 
is only a demonstration But the 
read/write disk in general terms gives us 
the ability to create software tools that 
the player can use. For instance, games 
such as Mario Paint or SimCity, these 
can be customized and saved We might 
make a 3-D painting system, like Mario 
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Paint, but in 3-D. In some games, you 
could change backgrounds and other ele- 
ments You can also back games up. The 
3-D Stick gives you such good control 
that you don't need a mouse." 

Power "Does the 64DD turn the 
Nintendo 64 into a sort of PC?* 

Miyamoto: "We think that the 
Nintendo 64 will be better in every 
respect than PCs We were plug-and-play 
long before the PC (market) ever heard of 
such a thing And since we use a TV mon- 
itor for display, we don't need extra hard- 
ware for running movies and such 
things.” 

Power: "People still ask, why not use 
CD-ROM?" 

Tezuka "For games, you need backup 


and flexibility. CD-ROM doesn’t have 
that but the 64DD will, We aren't making 
movies, so we have chosen the disk sys- 
tem instead of CD-ROM " 

Power. “Did you help design the con- 
troller, too?” 

Miyamoto. “Design of the controller 
began at the start of the process to create 
the Nintendo 64, We knew that we want- 
ed characters to be able to move in the 3- 
D world in certain ways, and that deter- 
mined what the controller had to be able 
to do So yes, we were involved from a 
gaming point of view ^ 

Power "How much of the game is fin- 
ished?” 

Tezuka: "About 20% of the mapping 
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has been completed, but about 50% of 
the entire game ts ready Currently, we 
have 32 courses, but the final version 
may have more Maybe 40 courses That 
doesn't include bonus areas, of course ^ 
(Big smile They aren't giving anything 
away, yet ) 

Power: “What can you tell us about 
Mario Kart 64 R?" 

Miyamoto "Many improvements over 
the Super Famicom version. We didn't 
want to show the game here, though, 
because the improvements in game play 
have not all been added yet It looks very 
good, but it doesn’t play much better than 
the original so far. That will come When 
it as finished, tt will have many new 
options, more items, excellent control, 


"We aren't 
making 
movies, so 
we have 
chosen the 
disk (64DD) 
system 
instead of 
the CD- 
Rom.” 


four-player modes, including 
ghost mode and maybe even a 
four-player battle mode, which | would 
like very much.” 

Power “What 1s your role in the devel- 
opment of games such as Prlotwings 64 
and Buggte-Boogie 64?” 

Miyamoto. “We are working together 
with some of the finest artists and program- 
mers in the world on these games. My role 
Is to oversee the project and direct it where 
I feel it should go if | see something lacking 
| have great respect for their technical capa- 
bilities, and they have respect for my abil- 
ty to create games It is a very good combi- 
nation It is more removed from the role | 
have on Super Mario 64, where I'm so 
close to the game, but | am happy with the 
results we have seen.” 
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THE GAMES IN THE HALL 


ears from now, gamers will look 
Y back at Super Mano 64 as one of 
the games that defines a new era 
of gaming This is the giant leap in game 
evolution that Nintendo has promised for 
the Nintendo 64, the reason why people 
will want to buy a new video game sys- 
tem What sort of game is 1t? It can't be 
defined in terms of previous games, but it. 
has elements taken from throughout the 
rich history of video games. It is a free- 
form, 3-D adventure with power-ups, real 
ume fighting, brain teasers and mazes, 
exploration and story elements, plus a 
wonderful mix of play modes and bonus- 
es, which is all you expect from a Mario 
game and then some Wrap it in the finest 
3-D graphics ever seen for a video game 
and you have something extraordinary, 
exceeding even the finest arcade games 
So much for the glowing tribute What you 
really want to know is, "What is it like? 
What's in it? What makes it different?" 
ln à word, Super Mario 64 is fun. You 
get to do things with a character that 
you've never done before For instance, 
you can hide behind things In one area 
filled with Boos, Mario can jump up into a 
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tree {rattling the branches as he lands) and 
hide You can circle around objects, look- 
ing at them from different sides And since 
this is a Mario game, you may discover 
that many things are not what they seem 
A hill is an entrance to a new world, a 
stone ıs a ladder to another level. As in 
previous Mario games, players will have 
to explore the 30 to 40 stages using their 
imaginations 

Only 20% of the game was mapped 
out for the Shashinkai version, but even 
so, we saw many areas Fhe opening 
world consists of a castle and grounds sur- 
rounding it Although the main part of the 
game lies within the castle, from which 
you warp to many other places, you can 
explore the countryside surrounding. the 
castle, as well For instance, you can jump 
In the moat surrounding the castle and 
swim around, looking for hidden treasures 
or just for fun The amazing thing is that it 
ts fun just to mess around, whether it 1s 
swimming or climbing trees or whatever, 
because the play control and animation 
are so realistic its like being in another 
world 

Inside the castle, Marto discovers warp 


zones behind closed doors. Once Mario 
steps into the warp, he 1s transported to 
another place or course. The object is to 
pass through every course, finding all of 
the secrets along the way. In the first 
course alone, you climb a tower, slide into 
a pool, dodge Thwomps, battle a giant 
Piranha plant, discover a hidden cannon 
(that switches you to a first-person, can- 
non-aiming mode before blasting Mario 
up to a flagpole), and more Behind door 
number two, Mario 1s warped to an icy 
world where a mother penguin protects a 
brood of baby birds. The course contains 
a series of ice slides that carry you ever 
downward, but you must look for hidden 
surprises even on a bonus slide that's like. 
a giant luge run where 
Mario must collect » 
coins Another world xoz 
contains a courtyard of 
Boo Buddies, and 
another features hot 
lava bubbling beneath 
a grid and shifting 
islands where Mario 
must jump with preci- 
sion. 

The story for the 
game ıs still in develop- 
ment, but Mario is the 
maim character and 
Bowser appears as the 
arch-nemesis Mr. 
Miyamoto says that 
Yoshi doesn't show up in this game One 
surprise ts that Mario has more strength 
than ever before. In fact, he has the 
strength of eight plumbers. A new power 
meter with ratings up to eight give Mario a 
fighting chance against the enhanced, 64- 
bit enemies who now haunt his steps. 
Power-ups refill this circular meter to keep 
Mario in the game Players can bring up 
an inset map, as well, to check on Mario's 
position and make strategic decisions 

Mario is a 3-D figure created from hun- 
dreds of texture mapped polygons, but he 
doesn't have the blocky, sharp-edged look 
of a Virtua Fighter. At the closest camera 
zoom, Mario consists of 1500 polygons 
Since the Nintendo 64 1s so powerful, the 
large number of polygons doesn't effect 
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rendering speed and, the screen can be 
filled with equally detailed backgrounds, 
objects and enemies. We noted five or six 
enemies as large as Mario moving about 
the screen at once In addition to the solid 
objects, the shifting lighting effects and 
shadows that appear in the game are some 
of the most impressive computer generat- 
ed effects we've ever seen Imagine a 
game as realistic as the Toy Story movie, 
that you actually control 

Speaking of control, Mario runs, walks, 
Jumps, squats, whirls, slides, swims, 
climbs, flips, soars, waves his arms and 
hoots with joy The Nintendo 64 controller 
Is perfectly adapted to Mario's range of 
motion, The Control Stick guides his 
movement and speed through 
360° while the jump button 
sends him bounding into or 
out of trouble He can pick up 
objects using the B button, 


alter the camera view using 
the four C buttons and bring 
up the inset map with the Left 
and Right buttons Control is responsive 
and smooth in every situation. The only 
element that can throw you at first is the 
necessity of changing camera angles in à 
3-D world írom time to time 

Even the title screen of Super Mario 64 
is fun As a means of learning how to 
manipulate the Control Stick, players can 
mess with Mario on the opening screen It 
may look as if Mario is simply wating to 
get started on the game, but you can pull 
or tweak his nose m 360' and elicit differ- 
ent responses, Ouch It's so good it hurts 
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| Pilotwings 64 


PPB ntendo joined forces with Paradigm 
b. Simulation Inc , the leading developer of 
Hite realistic simulation programs and 3-D 
graphics, for the creation of Pilotwings 64 Shigeru 
Miyamoto of Nintendo, who designed the original 
Pilotwings for the Super NES, also helped with the 
development of this game Pilotwings 64 will be a 
showcase of 3-D marvels, including a virtual flight 
across the United States. Missions in Pilotwings 64 
vary in complexity and in the type of aircraft play- 
ers tly Gone 1 
are the float- 
ing target 
balloons 
Instead, 
more realis- 
tic missions 
require fliers 
to glide 
through 
canyons or 
make pinpoint landings on mountain tops. Using 
the Control Stick to guide the different types of 
craft, which include planes, gliders, choppers and 
jet packs, players complete a series of missions 


that take them completely across the USA Of 
course, even m a massive game such as this, 
Nintendo couldn't simulate every mile of the con- 
tinental crossing Instead, stages feature landmarks 
such as Chicago's skyline or the Saint Louis arch. 
In fact, Mount Rushmore gets an additional face in 
this game, a noble visage with a thick mustache 
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The Legend of 


gem he video demo of The Legend of Zelda 
| || 64 surprised everyone at Shoshinka: The 
oe surprise Came not from the quality of the 
animation, which was excellent, but from the 
announcement that The Legend of Zelda 64 
would be one of the first disk-based games for the 
Nintendo 64 No release date was given for Zelda 
64, but the game will be shown at next year’s 
Shoshinka: along with the 64DD disk drive acces- 
sory At this point, Zelda exists only as a few ani 
mation files, but all of that will change once 
development on Super Mario 64 is completed At 
that time, Shigeru Miyamoto, the creator of previ- 
ous Zelda games, and Takashi Tezuka (of Yoshi's 
Island fame) will step into the director's and pro- 
ducer’s chaws 
Nintendo's cre- 
ative giants 
wouldn't com- 
ment specifi- 
cally on. how 
the 64DD 
would be used 
in Zelda, but 
they mentioned 
several — disk 
uses in general 
terms, includ- 
ing the ability 
to save many 
games and cus- 
tomize many 
game elements 
For now, all we 
can do is 
admire the 
graphics. of the 
demo. 1n the ten seconds or so of video tootage, 
Link battles a knight in a shiny, metal suit of armor 
Both Link and the knight slash at each other with 
thew swords, and the camera moves around the 
duelers In the end, Link follows a feint with a 
round-house swing of his mighty, shining sword 


OUT HADIN 


nEnBI Tt Tu 


LL 


Wario 
Kurt 64 R 


pgg uper Mario Kart for the Super NES has 
been one of the biggest sellers in video 

Tia game history, so it's little wonder that 

one of the first games for the Nintendo 64 will be 
| based on Mario Kart One of the central features 
5 of Manto Kart 64 R will be 
its four-player mode Since 
the Nintendo 64 has four 
controller ports, you won't 
need a special adapter 
According to Mr 
Miyamoto, who was in 
charge of development of 
the fist Mario Kart, the 
new game will include 
more items on the tracks, 
3-D terrain with hills and 
valleys, four-player ghost 
mode (invisibility), not to mention greatly 
improved 3-D graphics and play control. Driving 
games such as Mano Kart 64 R that use the 
Control Stick will be unparalleled for precise con- 
trol NCL plans to release the game in late May or 
June, about a month and a half after the system's 
launch in April At that time, according to Mr 
Yamauchi, demonstrations of Mario Kart 64 R will 
be available. “The reason we aren't showing this 
game here at Shoshinkai" Mr Yamauchi 
explained in his address to the show goers, "is that 
it does not yet have enough of its new game play 
features incorporated ” 
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may rise to the top like cream. The orig 
inal Wave Race was a Game Boy title 
featurmg water bikes and a four-player mode. The 
new Wave Race 64 under construction at NCL has 
been likened to a watery F-Zero. The futuristic 


F) rom humble beginnings, Wave Race 64 


boats in Wave Race rocket through courses con- 
sisting of canals, rivers, pipes and other damp 
places. Camera angles can be set from below the 
waterline to side-angle views or anywhere in 
between. One of the most incredible features of 
the Nintendo 64 is its ability to alter viewer per- 
spectives during game play Since entire 3-D land- 
scapes exist in the program, it's easy for players to 
switch between different camera angles. Players 
can choose their favorite angles and completely 
change the feeling of the game This game may be 
one of the surprise hits in the early months of the 
Nintendo 64 era 
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| Shadows of the 
Empire 


mmg rom the masters of sci-fi adventure at 
| d LucasArts, Shadows of the Empire, which 


| will be published by Nintendo, features a 


Star Wars setting and multiple-genres of game 
play. The initial animation shown at Shoshinkal 
focused on the snow speeder stage, but that’s just 
| the beginning LucasArts plans to include four 
| types of game play in two modes: a campaign 


mode and an arcade mode. The snow speeder 


battle shown here belongs to the arcade made, but 
the campaign mode has a mix of game play styles 
and lots of story elements (A good, but uncon- 
firmed, source says that some stages will resemble 
the first-person PC adventure, Dark Forces.) The 
story takes place between the events of The Empire 
Strikes Back and Return of the Jedi, and it features 
several characters from the block-buster trilogy, 
including Darth Vader, Boba Fett, Jabba the Hutt 
and the Emperor Your characters mission is to 
infiltrate and destroy an organized crime syndicate 
with Imperial tres. If LucasArts’ past track record is 
anything to go by, this could be one of the most 
exciting adventure titles ever produced. 


EE -movie horror comes to the Nintendo 64 
L $ with a twist from Scottish developer 
Eli DMA Body Harvest supposes that aliens 
with a taste for human flesh have landed and are 
harvesting the planet Your job is to stop them 
using various armed vehicles. The alternative is to. 
become a tasty alien snack So, you're on the road, 
bashing through the alien menace when you come 
to a bigger, badder truck How fortunate, you 
think. You hop out and switch cars, then take off 

| agam In all, Body Harvest has 80 different vehi- 

| cles, including ships, hovercraft, aircraft, trucks, 

and tanks that you'll use to save the human race 

| In fact, a good alternative name for the game 

| might have been Human Race DMA's reputation 

for engaging and innovative game design began 
with its award-winning Lemmings series 
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Star Fox 64 


ne of the biggest surprises at the show was 
LJ the appearance of Star Fox 64. Hey, we're 

still waiting for Star Fox 2 for the Super 
NES, right? But it’s understandable that the game 
that inspired Shigeru Miyamoto to create Super 
Mario 64 would itself be a candidate for a Nintendo 
64 sequel The clips we saw from Star Fox 64 
included space and planetary battles in full 3-D 
Richly texture- 
mapped 
polygons have 
replaced the sim- 
ple 3-D graphics 
used in the original 
game, and even 
Fox McCloud 
looks realistic in 
the cockpit screen 
The Arwings look 
very fast on the fly, 


dodging between explosions and blading back at 


on-rushing enemies. Star Fox 64 should be the pre- 
mier space fighter when it ıs released 
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he second playable demo shown at 
T Shoshinkat featured Kirby, that round, 

pink little. fellow who, in spite of his 
appearance, 1s more fun than bubble gum. The 
game demonstrates the characteristics. of play 
control and game play on the Nintendo 64 for up 
to four players In one of the demo modes, Kirby 
rides a snowboard over uneven terrain that looks 
like it fell out of Kirby's Dream Course Players 
weave and dodge over the undulating surface, 
steering toward stars and Jumping over obstacles 
This was fun, but not terribly difficult The second 


mode for a single player put Kirby in a bowl- 
shaped arena with a surface that shifts constantly 
Other balls roll about the bowl, and it's Kirby's job. 
to collide with them and knock them out while 
avoiding being knocked out himself The multi- 
player game uses this 
second, arena type of 
play but introduces 
multiple. players. who 
are trying to knock 
each other out of the 
bowl. During the bowl 
battles, the Nintendo 
64 controller truly 
shines, allowing players 
easy 360 control of 
their pink pals 
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ond, James Bond, is coming to the 
B) Nintendo. 64, thanks to the efforts of 

Rare and Nintendo. Not much of the 
game was apparent in the video clip shown on the 
floor of the convention hall, but Nintendo Power 
was granted a longer look at the source video 
Although both tapes focused on a Doom-like envi- 
ronment in a military installation, the game itself 
will have a great deal more variety, similar in that 
respect to Shadows of the Empire Our sources in 
contact with Rare suggest that missions will vary 
widely and that perspectives may change within 
the game, especially when Bond has to fight hand 
to hand. Don't rule out some sort of 3-D combat 
areas, because Bond won't always be able to use 
his trusty Walther PPK and other weapons The 
game's plot will follow the action of the movie, 
including all the major scenes, and Bond will have 
many abilities. Just like the real 007, he will be the 
most versatile man in the world In addition to 
excellent graphics, the game will feature the clas- 
sic Bond theme plus original music composed just 
for the game Characters from the movie will also. 
be included in digitized form. 


Creator 


erhaps the most mind-blowing of all the 
P| software shown at Shoshinkal is Creator, 

a 3-D paint, music and animation pro- 
gram from Software Creations. In addition to 
Creator, Software Creations designed the Sound 
Tool for the NU 64 development kit The realistic 
dinosaurs shown on tape were created in 3-D, 
and texture maps were chosen and applied. In the 
finished game, budding special effects artists will 
be able to create their own 3-D animated worlds 
and then control one of the characters. For 
Instance, you could make an animated aquarium, 
fill t with fish and a shark, then swim around as 
the shark and eat the fish Yum! The sound cre- 
ation program 1s also said to be quite tasty, with an 
option that automatically adds chords to any sim- 
ple melody line Richard Kay, president of 
Software Creations, hopes that Nintendo 64 
developers will include in their games extra lines 
of code that will allow players to use Creator to 
customize games with their own characters and 
Creations How is this possible, you ask? It's a fair- 
ly simple matter of swapping texture and other 
types of files, probably using the 64DD. The prob- 
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lem Js creating a common structure that works 
with all games, then convincing other developers 
to go along with it As exciting as this would be, 
there's no assurance at this time that it will come 
to pass. Keep your controllers crossed. 


ngel Studios may be better known for its 
A contributions to the movies and music 

videos than video games, but all that is 
about to change With a little assistance from NCL, 
Angel is putting together an impressive game in 
which you are a buggie in a thoroughly buggie 
world One of the interesting aspects of the game 
15 that buggies are subject to all sorts of dynamic 
forces, such as wind, gravity, anti-gravity, toma- 
does, and traction on different surfaces and slopes 
Players will be able to customize their buggies 
with interchangeable components such as engines, 
tires and special features, including futuristic 
weapons An adjustable camera will allow players 
to admire their buggies from a wide range of 
angles, like they'll be use to in Super Mario 64 The 
two-player competition mode combines a split 
screen image into one image when the two bug- 
gies are in close proximity, then splits the screen as 
they move away from each other. The graphics 
were some of the most exciting at Shoshinkai 


Blasidezer 


are Ltd has stunned the world with its 
|R | incredible rendered graphics for DKC, 

DKC 2, and Killer Instinct. Now, the 
magicians are doing it again for the Nintendo 64. 
Blastdozer is just one of the first titles in the works 
in Twycross. The idea of Blastdozer is that you are 
roaring through a city or rural landscape in a pow- 
erful, high-speed bulldozer, knocking everything 
out of the path in a race against time. Why would 
you be doing this? According to our Rare contacts, 
they're still working on that one. But even if the 
game's story line isn't finished, the game itself is 
moving along at about 200mph. You begin your 
run of destruction with a fairly standard, though 
souped-up, dozer, then graduate to more futuristic 
stompers as you progress. Some of the dozers look 
more like giant insects than bulldozers, but their 
destructive potential is anything but small. The 
most impressive visual stunts of Blastdozer, how- 
ever, are the incredible rendered explosions 
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NINTENDO 64 DEBUTS IN JAPAN 


BEST OF THE REST 


Nintendo 64 wasn’t the only 
game system in town at 
Shoshinkai/Space World. 
Japanese third-party publish- 
ers also showed off their 
Super Famicom games, 
Game Boy titles and Virtual 
Boy products to the thou- 
sands who attended. 


As always in Japan, much of the big 
news centered on RPGs for the Super 
Famicom. The biggest title to appear in 
years, Dragon Quest VI, debuted just 
two weeks before its scheduled release. 
It ıs expected that over three million 
Dragon Quest VI games will be sold in 
Japan almost as soon as they hit the 
street. In the past, the first day that a 
Dragon Quest game went on sale 
became a 
defacto public 
holiday In 
Japan. School 
kids and older 
gamers would 
line up in end- 
less queues in 
order to grab 
their own 
copies of DQ. 
Enix is hoping 
that the old magic continues: As for the 
game itself, Dragon Quest VI contains 
many of the game elements and style 
that have made the series such a hit in 
Japan: a huge overworld to explore, a 
distinguishing plot line, tons of battles, 
spells, weapons, large parties, ships— 
In short, everything you got in the ear- 
ler Dragon Quest games plus 
improved graphics and music 
{Nintendo Power will feature a special 
look at this game next month } Enix also 
displayed Dark Half for the first ume. 
One innovation in the battle sequence 
1s that characters attack within a limited 
range, adding an extra element of strat- 
egy If an enemy stands outside the 


range of your spell, you won't hit it at 
all. The third game of note from Enix 
was The Legend of Magatama 
Borrowing freely from adventure games 
such as The Legend of Zelda: The 
Adventure of Link, Magatama features 
side-scrolling, real-time battles in 
which the hero uses his sword or casts 
spells and he travels with a companion 
bird who can lift him over obstacles for 
short flights. 

After Dragon Quest VI, the most 
talked-about RPG at the show was prob- 
ably Tales of Phantasia, from Namco 
which featured truly beautiful graphics 
Square Soft showed off Bahamut 
Lagoon, which features the dragon king 
from Final Fantasy. Other RPGs at the 
show included Farland Story 2 and Ys V. 

Capcom featured several titles star- 
ring Disney charac- 
ters, including Maui 
Mallard, Pinocchio, 
Mickey & Donald 3 
and Donald Duck 
All of the games 
looked great, and at 
least Maui Mallard 
and Pinocchio. will 
be released in the 
US later this year 

The Japanese gam- 
tng market always contains some inter- 
esting games the likes of which we 
never see on this side of the Pacific A 
puzzle game from Hudson called 
Same Game puts a unique twist on 
customized gaming The Same Game 
Game Pak 
includes a slot in 
the top Players 
Insert a data card 
Into the Pak so 
they can play 
with a particular 
set of charac- 
ters, such as 
Bomberman, 
Mario, or Tetris 


shapes. Text adventures, or sound nov- 
els, are also a popular category in 


Japan Imagineer’s Getsumen No 
Anubis is a sci-fi sound novel that takes 
place at a distant, planetary colony 

For Virtual Boy, Hudson Soít's 
Virtual Bomberman recreates the 
excitement of Bomberman ın 3-D 
Athena's Virtual Bowling, Virtual 
Mahjong from VAP,  Bandar's 
Dimension Wars and Polygo Block 
from T&E Soft all debuted at the show. 
Bound High from Japan System was 
one featured game that rocked 

New Game Boy titles included 
Tokyo Disneyland, The King of 
Fighters, and a fun little RPG called 
Pocket Monster from Nintendo. 

Visitors to Space World were treated 
to special events and demos. At the 
Acclaim booth, video tapes demon- 
strated the technique of motion-capture 
animation for upcoming games includ- 
ing Turok: The Dinosaur Hunter for the 
Nintendo Ultra 64 Show goers could 
catch stage shows, as well, or even 
compete for gaming titles. But the main 
attraction through- 
out the show was 
Super Mario 64 
How can you stay 
away from some- 
thing. this. good? 
The answer is sim- 
ple You can't. The 
future ıs just 
around the corner. 
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REVOLUTION 


e ly HITS HOME 


Already, a stellar hit at the arcades, Acclaim has taken 
Midway's smokin’ shoot-em-up, Revolution X, and trans- 
formed ‘it into an instant hit for the Super NES. No more 


F nes, no more breaking open the piggy bank for quar- 
[M " " ters, Just hours 


of pulse 


pumping 
havoc in the 
comfort of 


- - E your own 
pr iS 2 b. . yf ] home What's 
a 1 4 d [ more, the 
Y EL z x ç transition 
a "e ey M from s 

" À 4 g ^ to kick-b: 

formats set 
virtually. flaw- 
aket totally 
-— killer controls, 
Acclaim's poungipg “Rerostmth tunes, and of 
newest shoot-it or lose-it : 1 antastic graphics! To top it all 
game, paints an ominaus sce- i I, -off, a two-player option lets both you 
nario for the youth of today. 3 NS EE and a pal blast away at the same 
The New Order Nation, a h ; : MALA s sereen So rest up those trigger fingers 

well-armed alliance of cor- 9 The Revolution 1s coming home! 


rupt corporations and govern- 
ment cohorts, is attempting to 


unify the world under one ' "Y Y Y 

repressive regime. Bent on A E RO S MIT H 

destroying an emerging y ' ^ 
youthful revolt, Headmistress R 0C KS F 0 R RE A f 


Helga, the conspiracy's Revolution. X. thel members. of 
leather-clad leader, has Aerosmitt [zl fie Seca "Mipestinces, jam- 
ordered her nefarious NON ming, pangang, and senditih^playets on their 
troops to kidnap America's missions of (aghem But if you're thinking that 
premiere b. and, Aerosmith, these rock stágsjere nothing more thai 


A : s i 
sending rock ^n roll into ed handiworag’ hm 

i x " their Ninte nd, de uts vai digitized audio and 
ruins. As a member o video clips, prayiding gamers with 


Revolution X, your mission is real footage of thë band, Aid, seal 
simple: Destroy NON's evil rockin’ tunes. But " ho. ler fr 
enterprises and free every- their images MUM ale 

one's favorite hard-rockers. Revolutton X, it's also -— that b^ 


band had a lot of input to th 
all feel. Artistic fregdom, a sc 


Revolution X", Musie is the Weapon™ - humor, and even lftiviryranisetger 
eaturing Aerosmith. ©1994 Midway 2 
MGE RITE Compan Sb li ed ion diet are some of thi lenis that are 
Midway Manufacturing Company. All Rights repeated througho REvolution X, Steve Tyler and company not only talk, rock, 
served. : 
making it much more fan Just a and provide the main goal of the plot for 


lesson in organized chaos Re X, they also give players a few 


laughs and some important ideas to ponder 


[ORE] 


w^ PICK UPS 


While your trusty machine gun ts an invaluable weapon in 
your crusade against the New Order, you'll need to find the 
hidden arsenal of spectal ammo and defenses hidden through- 
out the game Luckily, this fecret stockpile is pléntiful'and eas- 


DEADLY DISCS 


Music is a deadly weapon when you 
have_a cache of CDs Not n. are 
fhey ndant, they make} your 
machine gt look like a water þistol 
¢ Mult-colered laserdiscs have an'even 
\greater I \ 


v 


SUI PER SHAKES 


Even though wheat grass smoothies 
may not be everybody's energizing» 
elixir of choice, they offer weary com- J 
batants plenty of pick-me-up when í 
their power meters are runaing dàn- 
gerously low > 


Geant PD 
a, 


linge 


. against enemy bosses will 32^ 
"Tod 


dn "um therm to'scra t 
P AN Dann 
Nr. 


^x. 


E 


ily foynd, as lohg as you blast everything in sight Just take arm 


REVOLUTION X 
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at bøxes, wall, windows, and machinery, and keeping your- 


selí armed td the teeth will be a cinch 


BIG GUNS 


Nab these super gun power-ups to 
turn your already menacing 
machine gun into a truly devastate 
ing weapon, This pick up ensures 
that every bullet you IS five 
times the eegulan damal CEN, 


qIEAVY METAL 


Thése powerful, syields make fac- 
Mr emmy f re amore bears. 

abl ordeal + Ev though hey YU 

protect you d agaist 35 hits, 


X 


as 


ind of the*favolution ends with an assesment of the damage you've 
edig the’. ‘New Order Major pofits, and bonuses are awarded for 
d out troops, rel |gewagpsnptives, and generally caus- 


em fnisse amounts of mv MES bonuses are set aside 
GP 


PRESS SIARI 


a 


| M 
ree DONUS 


^w» AL BONUS 
Tn ds doni 


nm—— 
TSEDOUE 


EE alid démolishers that were 
kh ac members of 
jur. rn them wings. 
Remember If On an't locate all five 
musicians by the hid of the game, you 
can kiss your backstage pass goodbye! 


PRESS SIAR] 


DEVIN s 
e To rack up the big points, free hostages, find 
hidden objects, and basically blast away at 
everything But don't forget your first duty 
Get those missing musicians 


BONUS. 
UODOUUUE 
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© CLUB X 


As you start thé game, Ws Novémber, 1996 in Los Angeles, and the revo 
lution has already begun Wou’ve b n ordered to an Aerosmith concert/at Club, LS 
where New Order forces arejattempti Qa. Io abduct the musical megastars., The y enemy 
troops are swarming, and you soon realize that there's no chance of defeating theny all 
Still, you'll have to rescue two members of Aerosmith inside the club if ygu want td end 
the game a winner 


TAKEN BY.S ORM: STALL TACTICS 


While manically strafing the Ml y 
forcesautside Club X, be sure tal 
také aim atthe two garbage cans } 
near the entrance. They're loaded 
with discs, which &ame in handy 
agathst the missile-laden transport 
that's rolag youp way 


When you enter the lobby of Club X, you must choose 
whether to go right or left. Pick the MES tion that the game 
panned when you were 
shooting NON troops on 
the roof Next, hlast pway 
at the pien’s room sign to” 


i DRESSING 
“ROOM 


The restroom sceneis one of the games lighter 
moments Rip through the stall doors to find 
Aerosmith musician Tom Hamilton in a rather 
precarious position 


"n vw — 

x PI AET a] x ^ 
FREE STEVE 
To save és Tus Fom NON, shoot 
out the marlifs; diet then the mirror 
that's above thé 
bar You'll be 
transported to just 
outside the dress- 
ing room, where 
Steven Tyler is 
hugging a fan, 


DHESSING ROOM 


Gaining — to Aerosmith's private dressing room is easier 
than it may first appear. Forget abı 

simply nail the gold star on the door 
Unfortunately, the ba; d 


way in. Now you must 
find Aerosmith's car. 
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WOAROUND THE GREEN 


The search for Aerosmith's fad-rippin’ wheels, leads to the desert. 
ed city streets of downtown LA ‘While. you've commandeered some enemy air 
power to aid your quest; the New, Order has already taken steps to permanent- 
ly chp your wings Not only have crack shot troops overrun the abandoned 
buildings (making sniper ire a serious threat), NON has sent a combat-ready 
copter to ensure that your mission comes to a fiery finish. Luckily, your fast-ffy- 
ing rig ts equipped with an auto-pilot so that you can devote your full effort rts to 
blasting the bad guys, whilé saving Sky high ^ 7 


A PRIME TIME- 


If you use your rapid-fire reflexes, ts [5 m 
offers you a great opportunity to reinforge youre 

arsenal At the very start, blow up the boxes 
below the copter to quickly build up your CD 
collection During the rest dt Estage, when 
enemy | five; 15 scarce, shoot" out 5s many wif-, 
dows" ase your ¥ 
to reveal he’ v. 


0 STOCKPILE 


power-ups 
that are hidden 
behind the glass 


NON COPTER 


The final showdown the NON copter ls that it's never depleted of men- 
acing missiles, armor-piercing ammo, or M x irestorm. Shoot randomly and 
you may be in for the longest losing battle you've ever fought. But you'll end its 
rotor-driven reign if you destroy its six most 

vulnerable sections: The two gun and mis- 

sile turrets, the p< 

thrusters focated 


the hard-to- 


underside. 


REVOLUTION X 


IN-EINE 
INFANTRY 

This roller-blading battalion has 
serious advantages over the sta- 


tienary snipers. Speed and mobil- 
^ 
ity But Wevelso have a weakness 


that is (easily exploited: They 
always ne, roth, ihe nght side 


of the PN So;jüst place your 
c crosslíatrs gn a single point on the 
fp atid blast em. 


When you're blasting the bladers like 
fishin a barrel, don’t worry about all the 
windows that you're missing below 
There not much hidden behind them 
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After finding, Aerosmith's car, Joe Perry sends you on your next missi¢n 
to the wilds of the Amazon NON has be un covert operation to poison the world food 
supply, and in turn, establish global mind contel The once peaceful jingle natives 


have already fallen prey to the plot, and so will the reštof the planet, unless you destroy 


NON’s biochemical base 


KO THE CAMERA 


At the beginning of this stage, 
you'll spot two New Order sur: 
veifiance Gameras spying on 
your every move from the tree- 
tqps. You'd better shoot ‘em out 
of carmission with some well- 
aimed discs, omlater in the level 
you're going to fage extra ene- 
mies in an already heavily- 
manned laboratory 


IN-NEED OF 
AIT? © 


You Twant to find this elevator if you're 
going’ to free joe Perry Just find the 
Evergreen lobby, shoot down the large 
sign, and hit the elevator button Now 
climb aboard 
and h 

straight toj the 
third floor 
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“JOE'S | 


SU, Fe? Exon 


i NON NATIVES 


Even though you may feel a bit guilty about blowing 
away innocent victims of. malicious mind control, 
these restless natives will skexvereyou In a second if 
given the chance It : 
really helps to h € 
twe players going 
e against, thems One 
te pick'em off 
another to blast the. 
D shearadeag. 
we 


: Ms 


Masks or no masks, the tribal troops 
are perhaps the toughest opponents 
in Revolution X 


V-JAIL 

On the hir flo’! # challërge awans that! 
requires. split-second timing to%damplete First, 
destroy thé fies that bind the hostages to the back 
wall. And | GHEE GR gill thor 
holds Aerosgg]th performer, loafPerry: Rapidly fire 
just mighf eam your wings 


The stape^s final conflict brings 
ball-to-bouncing eyeball with a bio-chem- 
ical behemoth that hurtles a bottomless 
supply of poisonous 

peepers. Two plav- 


REVOLUTION X 


You're off tq Egypt td infiltrate NON's internment operations where slave 
laborers are transported'\to their back- braking tasks by the most vilified of vehicles: 
A yellow school bus your “objectives are seemingly simple. liberate the fabdrers, 
blow up the bus, and locate missing Aerosmith drummer, Joey Kramer But unlike the 
game's other levels, if you botch the bus blasting, youll have to begin again 


HELP THE HOSTAGES, AND 
AMASS AN ARMORY > 


=s- wr 


g 
3 
E: 
= 
a 


farly the stage, ensure ay 
| bonus pomt bonanza by help- 
f ing "the hostages.as they rapidly 1 
pass by. It's also 3 fine time to 
resibck.youg cache of compact 
discs, “which agé found abun- 
dantly in bokes, and strangely, 
drizzling down from the sky 


DISCOVER THE DRUMMER 


As you follow the schodt bys through the blistering deserfSand, you'll spot four 
sphinxes zipping by TH THE i und? But-unlike their aai -déinterpait; these 
sphinxes stit fave théir schno: f you cah hit the first three'bn their stony sno&ts, 
° and dh the CDstthat are hidden avh JOU! 1l 
. ! Aerosmith? Accomplished “drummer 
" hitchhiking bythe side: pf the road A 
word of warning. &ptralling Joey 
Kramer $ much hárger than ıt 
sounds. | et 


A LONG RIDE. RUINED 


* They must be building school bussi it Abita jum these days because 
you're gonna need well over a hundrédeC s"tó bring this one to a 

Here are a few tips to help. ad blow the transport off 
track: The bids has! fourteen separate sections Yo demolish, but don't 
Waste time "iárgebing the tres and ripping off the roof The key thing to 


b e and start again 
4% ^1 


Epor 
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wo NON PRONE 


Your next assignment, given by"&erosmith ax-player Brad Whitfard, is to 
assail the KemmiTech Corporation in distant Asia. It appears that the New Order has + 
been using the company to Qanufacture mind;altering drugs, and only you can stop 
their global distribution. Before your nal showdown with KemmiTech’s diabolical 
director, you'll have to battle New Order ninjas while attempting to locate 
Aerosmith's last missing member 


SMASH A WAY WHERE'S WHITFORD? 


In the beginning of the stage, metal gates To find Brad Whitford in the warehouse, blast your way through the 
may impede your progress. Simply smash bered 2, 5, and 8 on the map we've provided Locate the pass agi 
the/locks with compact discs to coigtinue on below,ahd-quickiy fire CDs to blow open the box 
your way throügh the warehouse on the uppep right 


a aA Taan ennaa 
^ ^ 
Ü SA i $ 
+ 


aap ors aine im s 


a 
tHe 


Quickly blow open the box and blast 
the button Sit back, and wart far Brad 
ta roll by 


ER ESO TEA 
P STEE certus d DEN. STARF ni Ne 
3 Lu A " Bb MAD 

TOWER OF HIT HOSTAGES? 

> ta hj ` As odd as It may seem, "Revolution X you sometimes 
I OWEL > ob te *shave-tó shoot the-hestages Dii 722] set them free Ins 
The easiest wato BO up È terrors "this high-tech 'stage; Yóushaye to knock out the green. ^,^ 
ists” tower is witfftyour pes computer screens 'atid then Bim forthe hostage's handy 


aimed Just above the éenfér of the before they're finally released ^ 1 
screen 


TECHNO-CRASH 


cad-honcho days to an 
nd. If you wait befo, ick up tons 
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REVOLUTION X 


iuf» B m 
UU EXAARA 


In honor of your valiant 
efforts and the revolytion’s victory 
over the New World Order, Aerosmith 
1s planning a celehration at London's 

tadium But as you soon 
learn from hot rocker Tom Hamilton, 
last vestiges of NON have a 
E > to ruin the shaw ¢Yourmust 
rush to Wembley and tear own the 
massive wall of monitors that NON is 
using for a last ditch propaganda carr 
paigri Blast out the amps firs for a 
honus, antkaim for Helga’s head to stock your arsenal 
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PEAKERS 


t) Whenin Wembley, make sure you 

*1 destroy the enormous amps before 2 p * 
w «blasting the glass out of the wall of 

x, Monitors, Yur danfaye bonus wilf be 


« larger, afid your gameplay will last a lrt- 
^"  tleionger H 


The New Order's finally old news, but 
Helga, NON's leather-wearing leader, wants 
a duel to the death. Taking on this testy 
tyrant may sound a bit too easy after defeat- 
ing all the minions the New Order could 
‘muster . , . but wait, this hot-blooded broad 
ain't what she seems? 


It pn A 


You've battled the New Order | 

Nation long and hard, and now the \ 

whole world hails you as the hero \ 

of the revolution. You've been ) 

rewarded handsomely with huge 

bonuses, heaped with honor and praise, 

and given a passionate performance by 

America's hottest band, Aerosmith, If you were able to find all 

five band members, you'll also be treated to a special VIP visit 

backstage to hang with the gang. But if you were derelict in 

your duties, and you let even one of the rockers remain at large 
++ get ready to take up arms: Revolution X is back in effect, 
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Drop that deck af » 1 

Doomtrooper cards! 

The hottest selling 

card game since A new planet has been discovered on the edge of the solar system The 
Magic: The Gathering Insatiable greed of the megacorporations has pried open the secrets with- 
Is now available on In its atmosphere and released a Pandora’s box of despair and destruction 


vci Super NES. on the solar system Years ago the megacorporations invested billions of 
utant / 


SIN 43dNS 


a ó dollars in developing the Doomtrooper program 

conici: ps Mises Hunter to protect their assets Now the fate of humanity 
numtraonpers M! s E t F 
T n PETA ‘a Sed IQ ENUQSE HERD oe hangs tn the corporate balance sheets. Two high: 


d = = : ly trained warriors from the Bauhaus 
levels of cliff 4 sa and Capitol Corporations 


hangin g action 4 » qualify for the mission to 

ragi ti à i ` destroy — Argonath's 

i = Dark Forces You 

will either. guide 

one of them to 

victory or fail 

and enslave the 
human race 


X, HUNTER 


Mitch Hunter ıs a cap- 
tainin the Capitol Armed 
Forces, an elite security 
division of the multina- 
tional Capitol 
Corporation 


MAX 
STEINER 


Max Steiner was a heto-pilot until 
a scandal grounded his career He 
works for a secret subsidiary of 
the Bauhaus Corporation. 

<. 


Y 

id Competition ıs always good for 
B business, and you can double 
your Doomtrooper destruction by 
teaming up with a fellow warrior 


M you're tired of shuffling fantesy cards and in two-player mode The game is 


r e eco ric eere easter to complete this way, but you can 
ing for. Just don't lose your head over it. k raise the odds against you by bumping 


up the game's difficulty level. As an army ees doubladoseordoonlmhe 

of two, the Doomtroopers move together — Doomtraopertwo-player mode leaves 
and share the spoils of war Of course, gene veterans reminiscing about their 
you can opt to complete with your team- eraan Supe games 

nate for the ammunition. and 
goods, but don't expect to sur- 
vive the tour of duty if one play 
er hogs all the supplies In case 
you're wondering, you can't 
shoot your partner. 


While playing as a 
team, be sure to 
allocate the ord- 
nance, extra lives or 
first aid items to the 
trooper whoneeds 
itmost 
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The dreaded Demnogonis is creating chaos at the Venusian terraforming project 
station. Your assignment is to iocate and demoiish his fortress and personaiiy 


serve Demnogonis his eviction notice. 


ITEM (£5 Blue Red (D Lightning A Extra A, Health ay 1-Up 
KEY W Power-Lip Power-Up W Power-Up f Continue ‘ae power-tip f 


SPOTLIGHTS 
AND LANDMINES 


Demnogonis is building a fortress on the ruined out- 
skirts of a Venusian city. Watch for the dim glow of 
land mine indicators as you run to the right A float- 
Ing airship growls overhead, patrolling the skyline 
Try to avoid being caught by the airship spotlights 
The searchlight operators are linked to an automat- 
ed rocket battery Troopers caught in the glare of the 
lights are milliseconds away from a barrage of anti- Watch for the spotlights on the floating 


personnel rockets. airship If you're spotted, run to the right 
or left to avoid the rocket barrage 
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14 CAVE 


While most players have no problem 
finding the cave on the right side of the 
falls, the real trick ıs staying dry while 
crossing the river. Mutant gunners hide 
beneath the frothing water. While some 
automatically surface and fire, you must 
lure others up from the depths Stand on 
the defeated enemies floating in the river 
and jump up to the right and back to 
where you started. This move tricks the 
gunner into swimming to the surface and 
right into your sights 


After crossing the river, walk along 
this edge to a cave beneath the 
waterfal! Defeatthe mutants and 
collect an extra continue 


DEMNOGONIS 
Four out of five corporate medical 
consultants surveyed recommend 
blasting the 
retching 
Demnogonis 
into tiny 
pieces before 
you flounder 
in the bub- 
bling barrels 


MUTANT CHRONICLES Q 


of bile filling his chamber. You can't 
climb up the pile of bones, so stay 
low and shoot up diagonally Keep 
moving so Demnogonts can't fling a 
femur into your face After blasting 
apart this digestive disaster, you can 
truthfully admit that the Venusian 
assignment stunk, It's time to move 
on to the scarred surface of Mercury. 
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SIN a7dns 


Mercury’s iron core provides the building 
mate s for the corporate fleets crulsing 
the solar system. Semai creating havoc at 
these valuable mining fac ies. Stop him 
before he gains control of the ore supply. 


Mercury Part ONE 


THE Low ROAD | 


More than a few troopers 
make the assumption that 
a single stumble into the 
red mist of Mercury’s cav- 
ern floor results in a lethal 


roke Darker Don tget burned Shoot the con- 
lava breaststroke De ke Y taner, then jump off the ledge 
shades ın the c Turn around in midair and grab the 
indicate solid gi sama ledge before you falt 
you do fall, position your trooper so he can land on his 
feet You cannot complete the st by staying along the 


bottom of the cavern 


BOULDER 
BLITZ 


While the rolling bou in the caverns of 
Mercury might seem like they get in the way, they 
can work in your favor You can move the rocks 
by shooting at them Maneuver the rocks with 
your gun until they break down the electrical bar- 
ners sealing off the bonus area in the stage. 


Get things 
rolling by shoot- 
ing the rack 
above the elec- 
trical barner in 
Mercury s sec- 
ondstage 


The boulder rolls dawn and bounces against the 
electrica! barrier, breaking the current Fire to 
roll rocks throughout the stage 


Mercury Part TWO 


Semai, The Lord of Spite, is floating around with a ton of 
nifty gadgets to test your valor While your weapons can't 
hurt Semai, you can make him hurt himself Shoot at 
Semar's homing missiles until they begin sputtering out of. 
control The missiles spiral into the blue bully, eventually 
sending him plummeting to the ground. 


MUTANT CHRONICLES 


SIN 47dNS 
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Pinsie 


The only heat remaining on Pluto’s frigid surface radiates 
from the barrel of your smoking gun. if you can dispatch the 
frozen freaks on this planet, Argonath will lose his bid for a 
hostile corporate takeover. 


Pluto Part ONE 3 


Gusty sub-zero winds whistle across 
Pluto’s brittle terrain, creating numer- 
ous updrafts. Use the combination of 
wind and low gravity to scale the 
high cliffs in the first stage. Jump off 
the ledge into the rising column of ice 
crystals, and hope you don't land on 
the end of a mutant’s bayonet — f, 


2 Jump upinto the 

P updrafts to catch the icy 
* = ledges above your head 
\ Dispatch the enemies as 


soon as yougrab a 
frosty finger hold. 


Pluto Part TWO 


MUTANT CHRONICLES. m 
Although you’ve 
reclaimed the plan- 
et Pluto, a newly 
discovered sphere 
lies at the edge of 
the solar system. 
Limited intelligence 
reports indicate 
that the planet 
Nero is the Dark 
Legion’s home 
world and head- 
quarters. if 
Argonath were 
destroyed, his 
undead forces 
could never again 
threaten humanity. 


SIN Y7dNS € 


i 


p 


FROZEN FURY 


Pluto's last two stages are tougher than any you've encountered so far. After infil- 
trating the subterranean fortress, you must locate and destroy the reactor core You 
only have eighty seconds to escape as the core begins to overheat Finish the plan- 
et by deieating the raging Razide roaming the surface of the icy wastes. 


Use the jump and fire technique to neu- 
tralize any enemies above you. This | 
method usually works better than. 

shooting up at an angle 


Destroy the reactor in Pluto's underground 
stage and get out of the facility beforeit blows 


—— 
You can increase your odds of survival by 


You can shoot but you cannot hide from the raging UE moving about Argonath’s final 
redRazide When possible, attack from above chamber Extra lives ensure success 
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lm measure the value of a video 
Mam by the amount of time it takes 
you to complete it, you've just hit the 
mother lode. Weighing in at 
4 whopping 32 megabits, 
Lapcom's Breath of Fire 2 ; 
iS a massive eplc. Even the "vA... 
best RPG players can 1 
expect to spend at least 
fifty game play hours 
exploring and discover- 
ing this enchanting fan- 
tasy world. Breath of 
Fire 2 is large enough to 
distract yeu from 
the doldrums of 
winter, breath- 
ing life into your T 
Super NES and 
keeping you busy Y 

2. 


well into the warm f 
32 ILES] 3 Na zd "TL » IÈ 
months of » " i y. 


spring. | N aa^ 


as 


iD 4 


J “proatiPt Firo 2 fgathfés enhanced 


af Fire 2 offors a graatef range t 


0 te jon frames and action than its pr: g . iuwnandcarmbatSetreen graphics. 
r » ce characters pessass a multitudo of Watch as water ripples when it fills a 
"A. posas and stances in battle, and villagers do more then shasin and shadows 
- | stgatin your way, Each adventurer in your party has his or loom at dusk. The 
her own individual du. for casting spalis or swinging — Lon , 
“weapons. Watch as shopkeapors add en their abacus and j 
—— ii jon, or villagers 


the end of a transa 
ion brings this 


rid à step closer te 
foality, 


je doe: 
monsters or 
„that your pai coun- 
ers for the fist timo in 
the game. 


* 


the hero's Dragon Attack 
3 inthets lot of. domo. your hero chor- 
à 4 acter woe't leere ebout his gift until most 
@ Breath of Fire 2 provides players with the of tha charecters heve joined your perty. Like the 
— — optionof customizing the hettle formetion end Pregon Atteck in the firet Breeth of Fira gema, this 
Marching order ü£the cherecters ie their porties, This is spall deplet e number of megic poiets eech 


oe importest feetura in combat since you want to protect time it is us: ve the Dragon Attack for the 
weokar charactere, like spell casters, end plece them toughest enemies 
rianced edventurers ie your party. and most despi 
ions to choose nt. <. catelli etins. 
si towing "c create offeesive ond DT 

ive stretegies for your 
= cextÉonfrontation, < 


been this much excitement 
This month, Epic Strategi 1 
Secret of Evermore, a place ý 
can be downright deadly! 


| ^g | 


If you're one of the legions of : 


players who have already 
embarked on the Evermore 
adventure, then you know 
how entertaining and chal- 
lenging this game can be It 
has much in common with 
Secret of Mana and other, 

Square Soft efforts, but it also 
has a number of.elemehts, 

make yow” Sipproach 


rather tharis Use th 


Ms ue 
agic 


Qe bet 
thet 


e. an 


Finding enough i — for all 
bf your alchemy formulas is a cor 
stant struggle 


These formulas are recipes fo 
creating magic-like effects, 
and by combining the correct 


Ingredients, you can engulf | 


enemies in fire, heal wounds 


and so on. There are a few | aga 


spells that you can "borrow" 
from other characters from 


y murENDO power 


turing jn. new ways. For i 


In the Right Bank area 
ere the broken bridge is, 
west of the town of 
Crustacia), there's a cave 
blocked by a cracked wall of 
tones After you get the 
Bronze Axe from the Great 
Pyramid, use it to break the 
barrier. Talk to the man 
Inside the cave to learn 
Drain If you go to him after 
' you defeat Aegis in. Nobila, 
: he'll give you the more pow- 
erful Double Drain formula 


time to time, but they don’t } 
play a big role in the game. 
You don't need to find all of 


the formulas to complete the 
i game, but we' "file Anti 


to get a few of? re use- | ef 
ful ones, #8 well nw i 


, Fireball 


; Once Fireball gets to level 4 
Jl 5, you can give even major 
ies a major hot foot! 
h for the formula after 
you get the Bronze Spear in 
the Hall of Collosia — After 
your battle with the Mad 
: Monk, go up to the room with 
: four golden pillars. Go to the 
- lower left corner of the cham- 
ber and enter the passage 
You'll have to feel your way 
around since you can't actu- 
ally see the — path. 
Madronius's brother, the 
keeper of the Fireball form 
la, will be in the sec 


D 


d à pala is A 
VETS 


overhear 
ne 


of this area 

up one screen. Now 
to the upper right and fol- 
low the path to the man who 
has this formula — Like all 
alchemy formulas, Acid Rain 
will grow more powerful the 
more you use it, but it doesn't 
hit enemies quite as hard as 
Fireball or Hardball. 


Limestone + Wax = a crushing 
blow to your enemies! 


» 


i Lange... te se 
s Lance iac 


any opponent in 


Sting 
Your enemies will be in 
world of hurt once you 
ure up a swarm of hug 


bees! As youmake y, 
across thé Great 


: Crush 

Crush 1s especially effective. 
against major foes since “it 
doesn't have anysaspe fic 
properties, lik A. 
some ies fean defen 
Afters) 


1] ha 
on thé ra 


ioi 
F youll oo meet a Pet 


"s 


0 with the 

lēsts in it, but do 
jen them yet. Go back 
mstairs to find Lance, 
who will give you this terrific 
i attack formula. 


= 


)gh «amÜ ev 
v r4 
er sl 


Fire Power 


Fire Power, which creates + 
multiple fireballs, is one of F 


the best attack formulas and 
one of the trickiest to find 
While the boy is being hon- 
ored at the Queen's banquet, 
you'll suddenly take control 


of the dog, who is chased into * 
Explore the - 
tunnels until you find a bal- , 
cony on the left side of the * 


the steam vents 


castle Go to the top door, 
enter the room and drop 
down the vent Go all the 
way right, up, right, up and 
then take the next right. Now 
go down, right and down int 
the vent 
two rooms and inie*the vent. 
Go all the wat left, up a little, 
then ri 


The light-colored squaremarks 
the entrance tthe maze where 
the Quse Sets idden 


part of the maze, so you'll 
have to feel your way 
through Go to the right and 
take the first path going up 


Now go up all the way, go d 
right, take the first path up, go * 
up all the way, then go to the . 

ht Talk to the woman to : 
get the Queen's Key. Go d 
back to the left and work your. : 
Out of the dark area Go } 
the top left corner and 7 
Penter the vent. 


Go left one 
room and enter the vent 


Keep exploring from here . 
until you end up on the bal- ; 
cony on the right side of the . 
castle From there, you'll find. : 


your way to the banquet 
You'll be thrown in Jail, 


head off to Ebon Keep, 


Go nght through ¥ ni 
U^ passage 


5 Girroslos " 


qum can't see the path in this > 


and ; 
despite the fact that you break - 
out of your cell, the Queen ; 
will pardon you. Before you ; 


* explore the right side of the 


j castle until you find a man * 


who will trade the key for Fire 


i there The instruction manu- 
al states that the damage 


equal to the boy's current hit 
points, but this is incorrect. 


"m. ef. iiss thetiidd 
vent "bl Si «e 


Noua opponents to the 


* find the entrance to the sewer 


* nde the current to the right, 
+ then all the way down. Go to 
: the right until you come to a 
i four-way intersection, then 
; take the path going up. Ride 
: the current to the top of the 
path where it splits to the left 
and right Run to the right 
against the current {tap the A 


him to receive Corrosion 


Explosion and 
- Slow Burn 


. the upper left bookcase to 


Power. The key appears only į 
* during the dog's first trip + 
i through the steam vents, so if. ! 
* you try to find it after you ! 
* escape from Jail, it won't be * 


inflicted by Fire Power is | 


ith this powerful , 
» hand {it’s a random number) 

| to receive the formula. Super , 
f Ivor Tower dungeon, you'll | 1 
+ and it works on the boy and ; 
* Enter the running water and i 


Button to get some speed) - 
until you find aman Talk to ' 


You'll find the recipes for : 
these combustible concoc- : 
tions in Tinker's Tower, in the į 
upper right corner of Ebon : 
f Keep. After you meet the real . 
Queen Bluegarden in the cas- à 
tle, go to the tower Read the : 
book on the lower left table to! 
learn Explosion, and search . 


Explosie: 
of $ Barrier 


find Slow Burn. 
can blow up enemies; 


stated in the 
manual $h 


barriers, 
instructi 


he Brain for 


much “ore power 


B 
attacks worl we ds 
tine mesi i 


pet Ai f 


cai do just fie Without a i 


i the alefiemy formulas, 


_F but this’One 1s indispensible! 


After you meet the real 
"Queen Bluegarden, go to the 


f far left side of Ebon Keep 
| Enter the bottom left room 


and talk to Naris Guess the 
number of marbles in his 


Heal restores all hit. points, 


the dog 


Stock up on Ethanol and Acorns 
for the Super Heal formula 


: Regrowth 

: Pump yourself up with a dose . 
i of the Regrowth formula, ` 
i courtesy of a kind woman in? 
the town of Ebon Keep. Go : 
up to the fourth level of the : 
town and walk to the last * 


house on the right Press 


against the right side of the ` 


house to enter a secret room 
Regrowth will gradually 
regenerate your and/or your 


dog's hit points for a short * 
; period of time 


ourse, but gafit blow upat 


Bura has’ the sameefféct as 
las, but it’s ~ 


‘the Barrier formula restores 


"some of your hit points and 


temporarily protects you from 
all entmy attacks Once you 
andwalker aircraft 
f, retum to Nobilia 
leak to Horace in the 
lilding to learn how to 
hip up a batch of the stuff 
It yust goes to show that it 
pays to keep in touch with 
your old frendst 


Barrier will come in handy in the 
big battles ahead! 


Miracle Cure 

Feeling a bit under the weath- 
er? The Miracle Cure is good 
for what ails you, and it's safe 
for both boys and dogs! After 
you get the Windwalker, pay 
a friendly visit to Strong 
Heart’s Jungle Hut south and 
west of Fire Eye's Village 
This stuff is better than Mom's 
chicken soup! 


Nitro 


If you want to make a big 
Impression, you can’t go 
wrong with Nitro! You can 
obtain this devastating formu- 
la after you get the 
Shuttlecraft Land near Ebon 
Keep, then go to Tinker's 
Tower and read the book on 
the bottom left table This is 
the same book that had the 
Explosion formula in it 
Speak softly, but carry a really 
big bomb! 
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Force Field and 
Stop 

Are the battles starting to get 
a little hot for you? Maybe 


you could use a couple of | 
Force * 


defensive formulas 
Field generates a protective 
shield that blocks one or, 
more hits, while Stop freezés 
enemies in their tracks. Both 
of these formulas are hidden 
beneath the Chessboard 
between Ivor Tower 


Professor — Ruffleberg — in 
Omnitopia, a new staircase 
opens in the Chessboard 


Go down the stairs and look : 


The rew pathis located in the bot- 
tom right corner of the Chess: 
board 


for a man in the lower sight T 


corner of this area. tf you" 
lucky, he'll give you the-tór- 
mulas free of charge, 
not. febling so generous, ell 
pask an Oracle Bone as 
= [payment for his services" [ 
you don't have ari i Orach 
A “Bone on you, travel 


» ^ Nobilia-zind 
[^ ,tWo/ Chicken) and! 


p Lem que 
of Sp) 
Peffume).-Return to the Ebon : 


Keepefnarketplace and trade į 


these items for the Oracle 
Bone. What a bargain! 


You can't hurt enemies while 
they're Stopped, but you'll have a p 
chance to heal yourself. 


G)_surenvo rower 


dos 


and . 
Ebon Keep After you meet * 


f he's; 


(costine Jar : 
and two Bottles of : 


Reflect 
Reflect will blunt or repel; 
magical attacks for 
į period of time Look for the 
formula in theTunkyard area 
of Omrfüopial after: V 
receive the, Nei 
Starting ftom the pa b 
tion of the Jdnkyard,»e6 top 


7 theng 
bean 


e nal T 

the leves (use the ByButton) 
robot tee i^e 
Neutrom- Blade, the most 
powerful sword in Evermore 
Now go back to the left 
(don't bother defeating the 
raptor) and activate the trap 
door by pressing the B 
Button. Go to the upper 
night and talk to another 
robot to get Reflect. With the” 
Neutron Blade se ele 
formula in your. arsenal, 
you'll tafly-be a force to 


i ae witht ov 


d Another" unique 


Secret, offEvera 
you PA mus 


or 
+ oftsoWe ular prob- 


idem. iny role playing 


It uj 


y ^a Colder games have used this idea 
Jackal (c t^ five Jars of Spice $ 4 Perfore, but each group usu- 


1 ally had a major task that 
would take a long time to 
finish, and you would still 
deal with only one set of 
characters at a time — In 
Secret of Evermore, you 
* often alternate between the 


You wouldr its Very far ón 


J 
47 this quest without agi af Switch to the-boy and’ go 


* canine pi mal 


"s 


short | 


S sm 


m gian D 1 Set “You'll appear at t 
> “hg Cin down 
p. or a : 


"Td a 


d ug 

boy sand tbé.dOg several, phe wayt (heh FP down a 

fumes hin 9 short perpe taht past as 

with e chacharace aking ir" ues P” Cro 

` one sief Or a (eif steps gf a 1 use. that go left to the 
„ie to solv a a smglé prob- M^ a to the dog and 
lem, Ke ve jotted, down’ Ss on the bottom left 
‘Seto ups for tung past s some Symbol Switch back to the 
ofthe "many-sidéd puzgieth in * boy and go through the gate. 


"T 


> 
^ Thel@reat 

gy ramid 

* Getting through the Great 
| Pyramid west of Crustacia 
i usually takes a lot of trial 
: and error, and because of the : Be ready to battle the Sons of 
collapsing bridges, it's easy * Anhur There's no turning back! 

Í to get stuck Starti atthe | Go up and defeat the two 
: base of thay w nave | Sons of Anhur to get the 
t the m | Bronze Axe Be warned. do 
i e left of the gate, then . not leave this chamber until 
Jsivitch to the and take , you've defeated the Sons of 


im through ^Switch.back4o PAnhur lf you cross the 
the boy/go 


it the stairs and i bridge below, it will col- 

walk aro: to,tpfe door on ;«Mpse, and you won't be able 
j the. goad E. inside; to return to this spot You'll 
Bork sur way towards f fail your mission, and you'll 
eptef the» have to restart the game! 
d & he. wo Sons of ' Once you've won the axe, 


fat the top , go to the right and use it to 
break through the stone 


stand on the 


bör 


. Youcanexplore side passages, but 
be careful of the collapsing 
bridges! 


ie, follow 


After you save your 
the path down and right. Don’ ie 


down theauch thi the doi 
‘oy another resp a P 


* the steps and enter the door doé Go up and 
i Work your way to the upper 
leít, past the Stone Sie man tt: chamber Cra 
* statues, and stepon the} save IF Tam Fra this 
symbol to. desttoy A 416m. io) m ras d 
above wÜu Goo the to^; * ando j. adfoss "E 
left ind held down the pe on YET by t 
scans ud ch tod oon tov ur ti 
* dog a y the Jand er fre 
water Ag a z wath jh Yet, aye won't be 
r o a onethe ino able fre the Regenerate 
4 Stango the top lefbeyapb spell, Switch to the dog and 
sjo open/a ge neabttie boyiee’stand on the bottom right 
' symbol Switch back to the 
boy and go up through the 


thet 


through be 3 m up ail 


gate. Go past the statues 
and break down the door 
Open the chest to receive 
Regenerate Go back down 
through the gate, then left, 
then cross the 
bridge. Go left and destroy 
the stone door Enter the 
symbol room to recover the 
dog. Go back the way you 
came and cross the bridge 
on the far right Go right, 
cross the bridge and go up 
through the door to return to 
the first section of the pyra- 
mid. Work your way left 


and enter the same door you ; 


went through before. You'll 
appear back on top. of the 


to the.blüe 


en the other The gate will 


open, and both characters ; 


will enter the chamber auto- 
matically. Your battle with 
the wicked 


for the first Diamond 


p) Eye awaits! 


reat Pyramid 
(tension 


Latein the game, you must : 
: ways are blocked, and you : 
: steps until you find another 
i cube. Hit it, then run around 
: the corner to the left and 


hgip Tinker build the Rocket 
at will take you to the 


gJ world oí Omnitopia. Tinker 


needs the Diamond Eyes, 


which are now being kept by * 


Tiny the Barbarian in the 
Great Pyramid Extension 
From the main pyramid, go 
down and right into the dry 
riverbed Go right, enter the 
cave and step on the tele- 
porter. You'll materialize in 
a large chamber with a boul- 


der and three symbols on the | 


second : 


gate and E e the-bBy stand : 
on one bul and the dog | 


floor Use the Levitate for- 
the symbol on the right 
Stand on the left symbol, 


; symbol 
: gate above you Walk up 
: through the gate and step on 


If the botiider isn’t in this chapher, 
fe not ready to gett "ag 
muna Eyes yet 


f 


aL i 
en yo 


e maze, 
"d 


ji ame from. Keep tele- 
porting Using the same tele- 
" 
[you reach Tiny's room. (The 
number of teleports needed 
may vary, but it’s usually no 


i trips.) He'll give you the 
Diamond Eyes, and you'll 
t automatically return to the 
; room you started in. 


Rimsala ; 


i The Halls of 

: Omnitopia 

|. A large part of Omnitopia's 
Main District is made up of a 
H series of rooms connected by 
hallways. Some of the hall- 


i must defeat the Sphere Bots 
i to open them up Switch to 
; the dog and enter the top 


You can't harm the Sphera! Bots, 
but the dog canl 


mula to place the boulder on 


i then switch to the dog and : 
have him stand on the center. : 
This will open the : a 

i onght cucular der in any of 
i the roomsg/The dog will ri 
?oup "T at the sj 


Bots, 


# Defeat the b 


2 


| materialize, “ur aroundland ; d 
re _ teleporter you : 


er you come out of, until. ; 


more than three or four į 


level. ast the Spis 
PA 


. the center door f 
therhallways pem a 5t 
ps le v; or hi 
p ae bit m. 


il ut. 
er lefeat 


i over If you 

oor in the Main 
Distri and it doesn't open, 
M cnen It's locked permanently 
Fand will not have any effect 
on the game 


: The Hall of 
Collosia 
You don't need to pull any 


i clever character switches to 
i get through the Hall of 


Collosia, but since a lot of 
players have been asking 
about it, here are some basic 
directions. Go to the top left 
comer of the main chamber 
and step on the switch This 


d will open a door in the left 
* wall. 
i and follow the path upward. 


Go through the door 


Hit the cube to make a 
bridge appear. Cross the 
bridge, follow the path to the 


į upper left corner and step on 


the switch. — Retrace your 


cross the new bridge before 
It disappears. Make your 
way back to the nght and 
into the main chamber 
again. Go down to the bot- 
tom right corner and go 
through the door Defeat the 
Mini-Taur to make a switch 
appear, then step on it. 


? Return to the main chamber 


nce again 
‘bottom left corner and walk 


Now go to the 


through the door Follow the 
path through this new sec- 
tion, making sure to step on 


eventually come full 
~ Go through the door 
the top of the path to 
return to the main chamber 
Go to the top right corner 
and go through the door 
Fotlow the path up, right and 
down to find the Mad Monk 
You'll cross a break-away 
bridge, but don't worry 
about it After you defeat the 
Mad Monk to get the Bronze 
Spear, retrace your steps to 
the bridge Equip the spear, 
stand just to the left of where 
the bridge was and face 
downward, You'll automati- 
cally throw the spear, hitting 
a switch and making the 


Use Revealer in the top. ight cor- 
ner of the main chamber 


bridge reappear Go down 
and left to return to the main 
chamber. If you need to save 
your game along the way, 
use Revealer in the matn 
chamber to find an 
alchemist Now go to the 
top of the room and stand 
between the two brown floor 
plates Face up, and you'll 
automatically throw the 
spear and make a bridge 
appear Cross the bridge to 
begin your battle with the 
mighty Megataur for the sec- 
ond Diamond Eye! 
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ENIX ON A QUEST 


ne of the institutions of American 
RPGs has gone off on a quest to $ 
define the next generation of epic : 


games, and in the process has 
temporarily closed — its 
office Enix America 


American 


Players chose how and when to evolve : 
and created strange creatures with incred- : 
ible physical powers. Even when it was J 
experimenting with unique games, Enix } 
also published classic RPGs Dragon | 


Warrior Il and IV for 


Corporation went on 
an open-ended saba- 
tical in. November 
after six years in the 
United. States. The 
parent company in 
Japan continues to be 
one of Nintendo's 
main licensees, but it 
has decided not to 
bring out any new product in the U.S. for 


adventures for both 
the NES and Super 
NES. The first game 
that appeared under 
the Enix brand name 
was Dragon Warrior 
ll, although Nintendo 
had previously pub- 
lished Enix’s classic 
Dragon Warrior. 
Some of you may 


recall the most incredible Nintendo Power H 


subscription premium of all time when we 


Warrior. The Dragon 
Warrior series, which 
was Japan's Dragon 
Quest in translation, 
continued through 
two more games for 
the NES. 

When the Super 
NES showed up, so 
did Enix, with a 
unique game that = 
mixed action and simulation. ActRaiser 
boasted incredible graphics that still raise 
eyebrows. The action consisted of sword- 
play and featured large enemies, while the 
simulation. segments required. players to 
build villages Enix has never shied away 


from unusual games E.V.O. Search for + 


Eden, published in 1993, put players in the 
role of a continually evolving animal 


© aureo power 


the NES, 


Super NES. Enix even 
explored the relatively 


fiction RPGs 


different types of robots 


i to help them get through the game Enix 
the time being Over the years, Enix has i 
published some of the classic RPGs and ' 


America's legacy also includes games such 
as Ogre Battle, which crossed the lines 


vation 1s a bad word, 


challenging 
around 


So what does all this mean for the £ 
: games that Enix was planning to bring out 
gave new subscribers a copy of Dragon : 


in the United States, games such as 
Dragon 


certainly possible that 


will pick up the games 


expects to sell about three million copies 
practically overnight. The number of 


empty field of science- : 
with ; 
RoboTrek, a game in ; 
which players made , 


between strategy and : 
RPG for a truly unusual | 
gaming experience. In | 
an age when most : 
companies think nno- ; 


Enix has given players Í 
a choice of some of the | 
most intelligent and + 
games : 


Quest VI, f 
Genesis, Seventh Saga i 
Mand Tactics Ogre? Itis , 


some other companies : 
; Metal Max Returns features heavy armored 
for American distribu- * 
tion, but that is in no i 
way certam. Dragon : 
Quest VI has the best ! 
chance of showing up 1 
; because it ıs such a huge title. In Japan, 

where the arrival of Dragon Quest games | 
is heralded like a national holiday, Enix i 


gamers may be a smaller group, but that 
they’re far more dedicated than your aver- 
age game player We'd like to hear from 
you if you want these games to be released 
In the U.S We will pass the message on to 


f game publishers who might be interested 
Seventh + 
Saga, BrainLord, and | 
Paladin’s Quest for the * 
; 97037, Redmond, WA 98073-9737 or you 


in the epic market You can write to the 
Epic Center at a special Nintendo address 
Nintendo Power Epic Center, PO Box 


can contact us through Nintendo Power 
Source on America Online or at our web 
site at WWW NINTENDO COM If you 
want to play these great Enix games, speak 
now or start learning Japanese, 


JAPANESE 
NEWBIES 


: he most popular games in Japan 
: last month, according to several 


Japanese magazines power charts, 
Included Mana 3 (what would have been 
Mana 2 here), Tactics Ogre, Wizardry from 
ASCII and a brand new game on the charts 
from Hudson Soft called Metal Max Retums 


units that are used like characters in an RPG 
Instead of stocking up on potions and learn- 
ing magic, players build newer and tougher 
battle tanks Battle screens show your tanks 
and the enemy armor facing off MMR also 
has a traditional RPG element in which you 
walk about in towns, gathering information 
and building up your tanks. One new RPG 
for the Super Famicom sports the unusual 


j name of Crystal Beans, while another has 
American RPG players has always been } 
assumed to be much smaller than the | 
number of RPG gamers in Japan. At Epic i 
: Center, we believe that RPG and strategy 


the interesting sub-title, "Let's Cling 
Together” Next month, we'll have a special 
look at the yust-released Japanese version of 


į Dragon Quest VI 


THE BEST 


8) suPtR POWER CLUB 


Last year's ber one Super NES 
game denda, with a lion's share 
of the votes, this year's winner 
had some of the toughest competi- 
tion ever. In the end, Diddy and 
Dixie's incredible adventure in 
Kremland racked the winning 
score What made the difference? 
We felt that DKC 2 did everything 
well, plus it was a game for every- 
one You didn't have to be a fighting 
fan to get worked up about this 
game, but you had to fight every 
moment if you wanted to reach 
K. Rool This year's ACM star 
from Nintendo and Rare Ltd. 
Improves on last year's best-seller 
in every category: better graphics, 
better sound, more areas, greater 
challenge And when you consis 
that the original DKC set a new stan- 
dard for video games in all thes 
areas, you can see why DKC 2 w. 
the natural top pick. 


THE BEST 


à "1995 


The team of Rare and Nintendo scored again with this 
year's ultimately cool tournament fighter Killer 
Instinct. KI proved that the action of even the most 
sophisticated arcade games could be brought home 
for the Super NES. In the world of fighting games, KI introduced gamers to a whole new 
level of challenge and strategy with its huge assortment of combos, breakers, finishers and 
other special moves Scores of players were just so dazzled by the presentation of 3-D ren- 
dered graphics and killer sound that they had to own the game and the special CD 


Shigeru Miyamoto's magic took on a 
new look in this year's surprise. hit. 
Yoshi's Island combined the frantic 
antics of previous Mario games with the 
new look of Nintendo's Morphmation 
technique using the FX? chip. The 
wavering screens and huge character 
effects made heads turn, and the variety 
of the game play in more than 60 stages 
of platform action made thumbs burn Although Mario returned as an infant in Yoshi's 
Island, the feel of the game owes much to the earlier adventures in the Mushroom 
Kingdom. Like the girl in the ruby slippers once said, there's no place like home. 


i i 
REPRE RR eR REE P 


Quite possibly the best 
RPG in history, Square Soft's Chrono Trigger came within a hair's 
breadth of the top three positions in the closest four-way race ever. 
Chrono's intertwining of plot elements and game 
play drew players into a world of time-travel, high 
technology and magic An all new battle screen sys- 
tem with combo fighting techniques allowed them 
to rock in ways never before seen in an RPG But the 
biggest improvement had to be the presentation c 
graphics and sound This game gave players a sym- 
phony on the Super NES 


Some things get better with age and Mortal Kombat 3 from Williams: 
Entertainment turned out to be one of those things. The third game 1n the 
senes added new characters, new moves, and new features such as 
Kombat Kodes and animalities The Super NES version of MK3 contains 
practically everything found in the original arcade game, including exce 
lent graphics and tight play control. MK3 received a Mature rating from 
the ESRB in spite of the fact that it was pure fantasy Even so, chances are 
that fighting fanatics will make it one of the biggest hits of all time. 
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If the first Earthworm Jim was weird, Earthworm 
Jim 2 was totally demented, although in a heroic, 
wacky, lovable sort of way. Playmates gave the 
developers at Shiny Entertainment free reign to 
incorporate jokes, gags and pratfalls in the ten 
wildly different platform stages everything from 
Puppy tossing fo snot swings Besides the high fun 
factor, our editors loved the variety of play, the 
graphics, the music and the cows 


Square Soft's first Super NES game devel- 
oped in the United States impressed every- 
one on the Power staff Using many ele- 
ments from Secret of Mana, the developers at 
Square crafted an engaging adventure with 
perhaps the most entertaining screen text of 
any video game to date Evermore also 
boasted a rich vanety of worlds, graphics, 
sound and such memorable characters as 
the Mummy Cat and the Pigpoodle. 


Although most of the winning titles were released in 
S the final four months of ‘95, the year started off with 
NBA IA @ S x , a slam Acclaim's excellent arcade hoop title, NBA 
T.EY $ "P Jam Tournament Edition, hit the court in February 
d and kept the action hot on the Super NES throughout 
the winter and spring. The opinion at Power is that 
four players can't have much more fun with a game 
than with NBA Jam TE. Tons of hidden personalities 
including the president and his wife added to the fun, 
but the two-on-two court action was the real draw 
Fast action and incredible moves won the votes for 
NBA jam TE, 


Something of a surprise, but one of the 
most deserving games ever for the Super 
NES, Koei's Civilization won a loyal fol- 
lowing of strategy players who were will- 
ing to go to war to argue the game's mer- 
tts, Civilization requires players to think, 
plan and become as devious or noble as 
real world leaders. The PC game has won 
Just about every award in its category and 
it looks like the Super NES version could 
do the same. 


You heard about it on the PC. You read about it in 
the papers. Finally, you could play it on your Super 
NES. We were impressed by William's Super NES 
conversion of this first-person perspective action- 
thniler, in spite of tts Mature rating and gallons of 
spilled alien gore What was so great? Doom is all 
about anticipation. You never know what's waiting, 
around the next comer, but whatever tt is, it proba- 


M msc bly wants you for dinner. 


(8). super power um 


Nintando squeezed its big ape super 
star into Game Boy in this rollicking 
action game developed by Rare 
Packing all the visual appeal of DKC 
into four megabits and four shedes (or 
four colors with Super Game Boy) 
wasn't easy, but DKL showed that it 
could be done Votars appreciated tha 
depth as muchas the amazing graphics 


ovS DREAM LAND? 


Being a pink, round, bag of wind doesnt [7.53 " mA. Easy play control and a host of Merio 
ordinarily give you an edge in lifa, but e TEES OG E characters helped capture second 
Nintando's Kirby turns it intoa virtue tugt : lace for Mano's Tennis Early buyers of 
His latest adventure geve our editors. ix di Vitel Boy received this game in the 
some of tha bast all-around platform EDU ackage It may nat have been es 
gaming action of the year Kirby's pals H p TES as Virtual Boy Waria Land, but 
added a new dimension to tha huff and E E ues the 3-D tennis game servedup a court- 


puff of previous Kirby games This was 
avery close number two choice 


s, RACER 


THE BEST 


?r 1995 


o game 


Brust soy WARIO LAND 
" 


Warto Landran away with the voting 
for Virtual Bay, capturing all but one 
of the first place votes It’s easy to 
see why Wario Land has it all special 
effects, a fun man character, variety, 
real 3D, plenty of action and lotsof 
hats Wario Land shows what the 
Virtua! Boy is all about It's simply 
thebest. 


| ZP MARIO’S*TENNIS 


ful of fun for first-tima players 


k DEFENDER/JOUST 


Nintando's arcade classic series recreat- 
ed rds titles fram the early eighties, 
back when most video games and a lot of 
today's players were still wearing dia- 
Bae Some of thegames, suchas 
efender and Joust, rose above the primi- 
tive technology with great game play Gur 


Although Golf didn't come out until 
November, it was dafinitely first rate, 
Good use of Virtual Boy's 3-D effects 
and multiple backgrounds made It e 
visual treat The developers at T&E 
Soft makers of the True Golf Classics 
series hit the swaet spot with their 


nostalgic editors picked Dafendar/Joust 
as the bast of this senes 


Se. 


E ÉILLER-ENSTINCT 


ACM technology isnt imited to apes 
Nintendo s Killer Instinct for Game Boy 
made use of rendered characters and 
animations to recreate the arcada hit. 
Kl turned out to be one of thefinest 
fighting games ever for Game Boy The 
Super Game Boy enhanced borders, 
color pallets and sound were cool, too. 


Paiariosirionoss | 


Possibly the niv ding iore difficult 
than describing Mario's Picross is 
defeating it. This brain teaser took us 
all by surprisa when st was released 
last summer, captivating us for hours 
on end with thosa fill-in-tha-dat pic- 
ture puzzles It is destined to become a 


standard for years ta come, for gamers 


andnon-gamers alika 


excellent and realistic play control 
systam 


| Leas LACTIC- PINBALL 
- 


Galactic Pinball climbed into fourth 
place probably because it was so pley- 
er-fnendly The 3-D attributes of 
Virtual Boy added graphically to the 
ake hile not adding to rts difficulty. 
he vol ing editors thought that 

Galactic Pinball would have been an 
excellent pinball game on any video 
game system. 


h RED ‘ALARM 


Last of the best, Red Alarm may have 
been one of the mast challenging 
games of the year The 3-D vector 
Shooter kept virtual pilots hunched 
over their controllers as alien space- 
creft and beings streamed out of a vir- 
tual universe À very cool replay mode 
gave pilots the chance to relive their 
moments of glory. 
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(mU ENDO POWER EXCLUSIVE PREVIEW 


—— 


= aw 
What does Ken Griffey Jr. love almost as much as playing 
baseball? That's simple, playing video games. During the off- 
season, Junior's second home is the Redmond, Washington, 
offices of Nintendo of America. Here, he checks out the latest 
video games and upcoming titles still in development, but 
recently Griffey has been playing just one title—the second 
Super NES game to bear his name. Like the Mariners' incredi- 
ble playoff run in. ‘95, Ken Griffey Jr.'s Winning Run will open 
a lot of eyes when it debuts in spring, 1996. Rare Ltd. in 
Twycross, England, used the same ACM techniques developed 
for Donkey Kong Country to give players in the game a more 
realistic look and feel. The resulting 3-D modeled animations 
raise the level of Super NES sports graphics to a level never 
before seen. 


ALL-STAR LINEUP 


Ken Griffey Jr. may be the best player of the decade so it's nat- 
ural that his video games should live up to the same standard. 
The original Ken Griffey Jr. Presents Major League 


(8) super power caus 


! my. Hen Griffey Jr. returns thie aprins 
Super NES with a new look and en incredible b 


re. Nintendo Po 
jor Li 


Baseball did a great job of bringing a fun, 

arcade-style baseball game to Super NES 

owners Ken Griffey I's Winning Run 

goes much further and, unlike many sports 

sequels, it doesn’t just update rosters and 

tweak a few features This is an all-new 

game, from the playing field on up. There's 

still plenty of arcade fun in the animations 

and the attitudes of the players, but gone are 

the cartoon-like characterizations. The new 

game features bail players rendered on 

Silicon Graphics workstations m three 

dimensions along with ballparks that have been modeled on the 

teal stadiums, The result is realistic players in realistic ballparks 

“We wanted to include the attitude of the first game but in a 

more realistic package," notes Dan Owsen, Nintendo’s Product 

Manager who has been working on the Griffey game. “You'll 
have everything but the hot dogs " 


That realism begins with four play modes, 
including the Major League Challenge in which 
one or two players take on the entire Major 
League one game and one team at a time. if 
you choose Atlanta or Cleveland, that might 
not be too tough, but what if you play with the 
Twins or Marlins? You'll find all of the MLB 
teams and logos and, although actual players 
don't appear in the game, the teams share the 
same strengths and weaknesses as the real 
teams. For instance, the Braves command 
respect on the mound and the Mariners and 
Indians can tear you apart with power hitting. 
Players may also jump straight to the World 
Series mode for the fall classic starring two 
teams of their own choice. What if the Dodgers 
met the Angels? Or if the Rockies faced the 
Reds? You could even descend into the realm 
of pure fantasy and match the Yankees against 
the Mets? Hey, it could happen. if instead you want a one- 
game spectacular, the All-Star mode gives you the best of 
both leagues and a Home Run Derby for a little showboat- 
ing. But the best mode we saved for last—a full, 162 game 
season which can be saved with the game's battery-backed 
memory. Nintendo took a page from the Tecmo sports play 
book on setting up this mode. Up to eight players can 
choose to play any team, and they can switch their choic- 
es as the season progresses. That means you can set up 
leagues of eight alternating players and play every game 
one-on-one if you have the stamina. 


TAKING THE FIELD 


Options and modes are great, but what 
about the interíace, or, the field on which 
you play and the play control? Ken Griffey 
Jr.'s Winning Run hits the long ball in both 
areas. As you can see, it looks big league 
all the way. Advanced Computer 
Modeling techniques create the most real- 
istic graphics of any video baseball game. 


It's well-designed, too. The batting perspective from behind and 
slightly above the catcher gives bath the pitching and batting 
players clear views of the ball. Once the ball is hit, a speed 
streak follows it, giving the defensive player an extra visual clue 
as to where the ball is headed As the bali leaves the bat, the 
camera angle shifts higher for fly bails and there is no awkward 
load period as in some games The perspective follows behind 


the ball while the defensive player moves the close: 


T 


to make the catch. A radar screen in the corner can give you fur- 
ther help, but it's not really necessary as it was in the original 


Ken Griffey Jr. game and in virtually every other baseball 
For once, the defensive player actually has a chance to re: 
the ball as it leaves the bat! And Rare has added other rc 
cues to help fielders For instance, if a ball is bit in the di 


makes a puff of dust As for control, defensive players c 
make a Hard Throw to cut off a runner. The speed of such a 
throw may be faster, but the 


chance of it going a 
error Is Increased 


ay for an 


To manage your defense, you 
n to know how to position 
your players with respect to à 


particular. batter 


Winning 


Run allows you to set outfield 
and infield positions 


SELECT 
TO Eat 
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wherever they need to be to make the out. In addition to the In addition to ail the individual stats, the numbers are used in the 
on field action, managers can change their lineups (which are Season mode for tracking league leaders in many categories 
saved automatically) and bring in relief pitching and pinch-hit- 


ters. There's also a Trade option so you can fill in the gaps in 
è — your lineup. One interesting element of the Trade option is 
that you can trade only players with similar skill ratings. You 


may be the manager, but you aren't the front office. The Central to every video baseball game are the pitching options and 
only lapse in realism is that you won't be sacked for losing. control. There are probably as many theories about what consti 
tutes realistic pitching as there are baseball games Ken Griffey Jr.'s 


Winning Run makes it simple, but realistic Every pitcher has three 
N A OF basic pitches (fast ball, change up, and curve ball) plus one spe- 
$ cialty pitch like a super heater or a knuckleball. Once the pitch is 
= N y M B E R S selected, the pitcher throws the ball and the human player guides 
the path of the pitch slightly to the inside or 
It's often been said that baseball is a outside How accurately 

game of statistics. Almost every move 
a major league player makes gets writ- 
ten up in some stat and those rows of 
numbers document the skills of players 
and their teams. One of the chief goals 
of the Ken Griffey Jr's Winning Run 
| development team was to make it real- 
istic, and that meant including a hefty 
helping of statistics. The two tables 
below show 12 stat categories for 
batting and for pitching, but the 
stats don't show the whole picture. can guide the ball depends on the pitch 
Individual player ratings indicate the real and the Control rating of the pitcher Don't expect to throw weird, 
Strengths and weaknesses of each player. For wobbly pitches that cross back and forth and do a little dance 
batters, the six categories include Hitting Vs. around the batter before slamming into the catcher’s mitt. 
Lefties, Hitting Vs. Righties, Power, Running Remember, realism is the goal. "Each pitcher has a range of speed 
Speed, Arm Strength and Fielding Skill. Pitchers and control,” explains Dan Owsen. “Any given pitch will fall 
are rated on Stamina, Control, Velocity, Fielding within that range, but there 1s a random factor plus your own skill 
and Throwing. Colored meters graphically show that gets added into it.” Pitchers also exhibit fatigue on the mound 
the natural attributes of each player. if you're an 50 that you know when to go to the bullpen. According to Dan, 
ace, the player's season statistics might appear the pitching becomes a guessing game between pitcher and bat- 
much higher than his potential rated talent would ter. One of the coolest features allows players to shift the view- 
indicate. For instance, you could have a mediocre point to first base or second base to check on runners. Most 
pitcher having an all-star year if you pitch well. games use awkward inset screens or switch views, but this pick- 

off move mimics the real thing Look and throw! 


AB H 2B 3B HR BA 

p uic mw AT THE PLATE 
ching Stoust Ken Griffey Jr. Presents Major League Baseball had one of the best 

d "i pedes a. hitting engines in video baseball, but Ken Griffey Jr's Winning 


Run is even better Timing and a good eye are the most important 


skills you can bring to the batter's box, and you don't have a rat- 

ing meter for either of those 

us 7 a en attributes If you make 
l ; 
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Sn Mm 

1 
7 8 
14 15 
2312 
28 29 


JANUARY 


Tee Wi Th 


2 3 4 
9 10 1 
16 7 18 
23 24 25 
30 3 


FEBRUARY 


Mon 


Tee = Wi) Thi 


1 


Sea 


AUGUST 


Mm Te Wd Thu Fn 

10955 
5.6789 
D B 14 15 16 
1 20 21 2 23 
26 2 28 29 30 


SEPTEMBER 


Mo Te Wel Tm Fr 


23 4 5 6 
9 01D B 
16 17 18 19 20 
23 24 25 26 27 


OCTOBER 


Mon Te Wd Th m 


12 34 
7 8 9 1001 
14 1 16 17 18 
21 2 23 M 25 
28 29 30 3 


NOVEMBER 


Men Te Wi Thy Fr 


1 
45 67 8 
1 D 13 14 15 
18 19 20 21 2 
25 26 27 08 29 


DECEMBER 


Men te We The Tn 


2 3 4 5 6 
901 OQ B 
16 17 18 19 20 
23 24 25 26 27 
30 3l 


solid contact, a power hitter like Griffey will send the ball 
out of the park because oí his high Power rating, but a lower 
rated player can place the ball for a base hit if you time your 
swing right. In a sacrifice situation, you can lay down a bunt. 
To keep things moving along, the percentage of balls that go 
foul has been reduced slightly. "You also get some of the fun 
types of arcade animations from the first Griffey game,” says 
Dan. "Batters break bats and argue with umps. There's a lot 
of attitude." 


A RARE CONNECTION 


5o what are a bunch of Brits doing making a video game of 
America's favorite pastime? For one thing, they're making an 
incredible game of it, but it wasn't easy for the Rare devel- 
opment team, At the beginning of the project, most of them 
thought stealing à base could get you arrested and Wrigley 
Field was a place where Americans went to chew gum. That 
all began to change when Nintendo brought them to Seattle 
for a Mariners’ home stand. For four nights in a row, the 
Kingdome was home to an amazed group of Englishmen 
scratching their heads as they watched the games. 

“This isn't at all like Cricket, is it, Oliver.” 

More head scratching. “It’s rather like chess.” 

“What is that moose all about?” 

“Can you get chips with these dogs?” 

They met with Ken Griffey Jr. to learn more about the 
game and to experience his irreverent attitude first hand, 
because it was to be a part of the game. After they returned 
to the U.K., the team continued its education by poring over 
books and videotapes. Instruction on the subtleties of the 
game came from Dan Owsen, and lead tester, Tim Bechtel, 
both from NOA, and Eileen Hochberg at Rare’s American 
office in Miami. 

The game of baseball may have been 
new to the developers, but the game of 
making ACM graphics is their specialty. 
They used 3-D models of players, 
motion-capture animation and other 
techniques to bring the players in Ken 
Griffey Jr.’s Winning Run to life. The 
result is smooth and clear, as impressive 
as anything on a 32-bit video game sys- 
tem. The major league stadiums were 
also modeled in 3-D. One benefit of 
this approach is that you can move a 
virtual camera 
around within the E 5, 
stadium to find the 
best viewpoint, then 
render that vantage 
for the game. Even at 
32 megabits of mem- 
ory, Ken Griffey Jr.’s 
Winning Run isn't 
large ennugh to hold 
every major league 
ball park. “A few are 


mussing,” confessed Dan Owsen 

‘Coors Field, for instance” E i 

Purists may gripe about Coors’ absence, but more practical play- 

ers will note that they can still have a homerun derby in the All- 

Star mode Dan also let us know that he wants to include secrets 

in the game, the sort of thi aht find in NBA Jam, such 

as guest players and hot asked if he knew what 

secrets might make it in the final game "I could tell you, bi 

then d have to kill you and the article would never be written, 
s | can't tell you T , Dan | owe you my life 

All fans will be the big winners 
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DISNEY ON THE- SUPER NES 


What would you wish for if you thought it might come true? ` 
At Disney Interactive, a creative team of artists, prograinmers. 
and gaming gurus has set its sights on the stars, and that; wish 


is becoming a reality thanks to a'duck, a couple of toys, a 


Gargoyle and an Indian maiden. 


A MAGIC 


Tucked away on an industrial side-stréet in 


a Glendale, California, Disney Interactive's bland . 


. , extefior conceals a. special brand of aric ie 
` place inside, While | 
street, 
wators; testers, ‘and an e 
. "keting. and: PR experts cast f 


dozens of cubicles. wielen mos 
embers work. On the day 
B wére being erected and whole dep 


rds, mouse 
et. In fact, Disney 
on-line Disney service 


1997. 
you'll hear over and over from 
this is just the beginning. “It’s 

original Disney studios back in the 
ind p says Craig Annis, a producer who 
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‘results of Super NES games such as 


Ls 


LI cee 
rete on Toy Stáry, Maui: ‘Mallard 
and Gargoyles. “We're going to be 
able to say that we were there when 
it all started.” HB enthusiasni seems to 
have infected everyone at DI, but that 
excitement is grounded solidly on early 


Mallard. “Wait ‘til you see this," 


Craig, guiding us out to meet fwo of 
ey's lead testers, and to get our first. 


Mall Mallard. Back a 
porte pling 


nessed in the finis! 
ment team at DI sha 
Mallard, Donald Duci 
a private detective a 
flowered luau shirt a 
weapons, Maui sets oí 

adise from volcanic desti 


and 24 stages of classic, often hilarious, and 
always fast-moving action. 


The 24 megabit gape * 
contains some great i inno- 
vations, finding | E spe- 
qal method for. feütiling 
` passwords, based on“ per- 
. &entages of items collected: 
in each stage. And there's - 
Ninja Maui to add variety. 
:Mau must pass through à 
_ ninja, training school at ong * 
, Stage. From that point on, 
yoer versatile duck hero is 
able to transform himself from e 
laid back investigator to shad- 
owy ninja. As a ninja, Maui can 
* colléct Ninja Coins, The more 
coins he earns, the more 
advanced his skills become until 
he reaches the black belt level. 
As a black belt, Maui can use 
multi-hit combos and * special 
moves, Maui Mallard may follow , 
in the footsteps of classic platform 
games such as Donkey Kong. 
Country, but it offer¢ a lot of. full, 
and new thrills along the vay: - gm ~ 
. TheD) artists show-" . 
case then wórk in company 


conference rooms 
c. T 


One stage puts yorin a first-person perspective like that in 
;Doom ‘and you have to'search through the alien crane 


phics 
witl game: “its mot all happiness and light, dither" Craig 


fe game plan. The video game 
7 licectly frog the movie in 


here Someday, this sf 
| worth e mint, 


that it can 


e development of 
ipts, producers, anima- 

ards, Y 
Seners didn't settle on one game 
n Aig with Woody the cowboy in the 
early stages, carrying out simple missions. Later in the 
game, Woody drives toy cars and flies down the street. 


When Goliath awakens in the modern world, one thou- 
sand years after he was put to sleepphe finds thatthe must 
now protect a skyscraper in Manhatten. Talk about your 
rude awakenings! The Gargoyles development team start- 
ed with that premise, which is based on:Disney's popular, 
animated television series, Gargoyles. The game begins i in 
the distant past when Goliath is in his element, surround- 
ed by castles, the cavernous rook- , « ^^ 
ery of the gargoyles and all sorts, 
of dark and terrible beasts and 
enemies. tn the later stages of the 
game, Goliath finds hiinself in the. ` 
present where he must deal with 
an alien world full of dead 
robots and other new dangers. 
Gargoyles for the Super NES 
makes use of the dichotomy of 
new and old in another interesting 
A . way within the game. The rich 
animation of Goliath was created 
in the traditional hand-di 
frame-by-frame” “te : 
‘was’ introduced to vide 
with titles sucb as Aladd 
Book and The Lion King. 
C nique is used by Disney 
ators when they create the thou- 
of frames of animation for 


“hand-drawn 
were used. tn 


it took as long as a 
each character, “We had to create the 
add lighting, then bring in animators. At 
» the producers would add their input and we 
ould tweak the art, Finally, after all of that, we rendered 


dling screams 


@ surer rower cum 


E Who says | programming is 
all oumber-crunching? At DI, the 
Super NES programmar alsa gets 
4** tofest his work. 


` the final images. Ast many as ac dozen 
"people might work on one character 


* during that'month: In all, about oné 
hundred people worked, on the ani- 2 


* mation for Gargoyles.” 
Like Toy.Story and Maui Mallard, 


Gargoyles isn't just an animation 
showcase. The game designers want- * 


ed te expand Goliath's world and 
jas much as possible. The 


further than one of Dt's public reati: 


AST e A 7j Y 
. TEN . š 
tists still usg traditional illus- ~ 
tration i iqhes with chatcoal, pees and paint. 
‘Some of the images are used as models for computer 


f artists while others may be scanned andused in 
ES their electronic form. . 


limit? Pocahontas has just one day i in which to accomplish 
all of her peace-making tasks. "As the day progresses in 
game time, the colors change. The forest may appear a 
bright at noon, they: bathed in a softer glow as night . 
Ahe play, Pocahontas has fested well - Sy 
players. As Hope puts it, “they 

's strong enough for å boy, but. « " 
intends in bring the 


v a) | 


poser works with "m EN 


the gà lopmant groups to create music 
{ and soun” effects Tor the diffarent games. In addi- 


One of the embarassing omissions in the video game * 
library is where the collection of games designed for* 
female players stands virtually empty. A common; and 
errpneous view, is that Birls just don’t like video gane . 
According to DI's Hop il 


A tion to keyboards and synths, Disney's modarn 4 Fa r 
o. Mozart collects digital sounds for use as , oe 
es sound effects aa - ico 


vowwme ao conus (E 
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Castlevania: Dracula H 


You may not know it, but there are actually two endings to this 
game Which one you see depends on the path you take. These 
passwords will help you get to the better ending If you start in 
Stage 3, do not fall off the pillars, and be sure to pick up the key 
that lies near the headless knight's chamber In Stage 4, use the 
key to free Maria and open the path to the alternate Stage 5 


Mission 4 


PASSWORD 


ites 


Mission 3 
Y BOSWORD 


T TY $i 
dox 
veer YET 


Mission 6 


PASSWORD 
ilie xn 
Raa 


Mild-mannered Harry Tasker Computer salesman Husband 
Father And America's last line of defense against nuclear terror- 
ists! Punch in these passwords to join Harry and his partner, 
“Gib” Gibson, as they battle the ruthless Crimson Jihad. It’s cloak 
and dagger (grenade and rocket launcher?) action at its best! 


| fi DTE 
cam? BRM 
«EP CHGIMOC 
CS FUJBHHFE 
Qe? HCHDHUH 
CS? FEJNDEBEN 
ce? HIBGBIC 


ee JFFFZHB 


Judge Dredd 


I's Judge Dredd vs Judge Death in one of the hottest action 
titles of "95! You'll get to dash through the murky streets of 
Mega-City One, fly through the air aboard the incredible 
Lawmaster IV and scale the heights of Lady Liberty herself, all 
In the name of the Law! 


" oH 
€t" DBGB CFBD cROF 
€T Few GSD ums 
Gla TDvrT CFBD ucuv 


Blackthorne 


Blackthorne was released over a year ago, but fans are still 
rabid for tips on this innovative action/adventure title. 
Smooth, crisp animation and tons of clever puzzles will keep 
you coming back for more (We think the best part of this 
game is Just watching Blackthorne move!) 


CME xJSN CST HCHD 
CSTE TIF Gere IJ6BZ 
CTE BMH SSE HSCH 


Journey to the Gamma Quadrant and back in Star Trek Deep 
Space Nine for the Super NES Join Commander Sisko (yeah, 
yeah, we know he was promoted to Captain after the game 
was released) as he unravels a mystery that links Bayoran 


gap 9-.—« 


rebels, Cardassian plots and the death of his wife at the hands 
of the Borg! 


< E: € 
CEEBP VANDAQ 
CTIEB BIOPUm 
ETEB DISYIB 
«EP NUDJIB 
GSP VESDUJ 
wvaTHDm 


The Empire's new Death Star is nearing completion, and it's 
up to you to destroy it before the Rebellion is crushed 
Experience once again the darkest days and the finest hours 
in the war against the Emperor Remember, the Force will be 
with you..-always! 


qr Dd 


TEI cPMRZU 
X= CDWLTY 


QI HLOmUL 
ae 77 STHZ 


Super Return of the Jedi «» 


With the new movie series just over the horizon, the public's 
interest in all things Star Wars is skyrocketing While you're 
waiting for the new movies (and the Star Wars Shadows of 
the Empire game for the NU 64) to be released, you can sat- 
isfy your Force-ful cravings with this tasty Game Boy title! 


-——:7—3,9— T = 


Ec TFGBmn 
HJImHPL 
OGTHGD 
PSUZHL 
"QENCUTENDP SFPYSWw 
CGGYOM 
HFGZHO 


An ancient evil is unleashed again upon the Earth, and as the 
last surviving Druid, you're the only thing standing in its way 
This spooky action pak is just the thing you need to spice up 
those dark winter nights! Say, do you normally have ghouls 
and werewolves roaming your neighborhood? 


Ca? SHPIL HBLST 
ETEB CDJHL ETSE THHTH 
Cz? BRSH TESTES) DCTFF 


Wario Blast «e 


Wario goes head-to-head with Bomberman in this explosive 
puzzler for the Game Boy. Enter the password as written to 
use Wario, reverse the number to get Bomberman. Whoever 
you prefer, these passwords will blast you ahead of the com- 
petition! 


SS 


j 1DupB CMI 4163 


CT 2511 Stage 7-1 uBBl1 
== 9091 41B5 


We've featured the Super NES version of Jungle Strike in this 
issue's Classified Information section, and we wouldn't want to 
leave any Game Boy chopper pilots out in the cold These 


VOLUME 80 BONUS 75 


passwords for the Game Boy version don't give you extra 
lives, but at least you'll be able to access the later missions 


Gm BSDSOSBSOB 
D5HDO052UuBI5 
(mm 0550792954 
Gm o0Sspn0Doa352958B 
D155980B131 
GITE 1185402550 


H-Men: Mutant Apocal 


Join Professor Xavier and his uncanny X-Men as they bat- 
tle Magneto, Apocalypse and the mutant hunters of 
Genosha in Capcom’s slick adaptation of the hit comic 
and TV series, The line-up includes Cyclops, Gambit, 
Wolverine and many more mutant freedom fighters 


Missian 7 


anrr F 3050 ) 


The future will look a little brighter once you use these 
passwords. Sure, now you'll be able to jump ahead to the 
battle on the ice fields of Ridderkerk or the firefight in the 
swamps of Avon, but winning the war for supremacy will 
still be up to you Go get ‘em, marines! 


S BIGBInD 
«USES FSPRNG 
Erp VHUHII 


Enter a world of shadow governments and covert operations 
in the offbeat action/adventure title, Syndicate With dozens of 
missions to complete across the globe, it usually takes quite a 
while to achieve all of your objectives With these passwords, 
you'll be able to take over the world in no time! 


BNHS5- -RINSKWUG- 6V- C 
CBBLCTBSHIZ7TJFFSFO8 


CIES DBBITHTFBHJ77TH-TOGBB 


CBLTT-F8HJ79-—-K-RCB 
fnCSTT-VBHJ78--TZHJB 
S9-LBPIIHSHFUS2-SFB 


Waterworld 


Make a big splash with these passwords for Waterworld 
You must protect the Atollers irom the devilish Deacon and 
his band of post-modern pirates. There's action galore on 
and below the high seas! 


€T TD HOSUP 
Get HHFBm 
Ga DJULH 


C Pocky and Rocky 2 ) 


Demons, devils and ghosts, oh my! Pocky and Rocky 
teturn for another romp through haunted medieval Japan in 
one of the more imaginative and fun action games of the 
past year. You can now sample all of the iater stages, 
including the final showdown in the Demon's Castle! 


CED rÀEB7n €779 TRSC 
CSB s2VvP 67D GZLR 
G3 850zu cam SHOO 
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Super sleuths to the! 
Scooby Doo and Shaya, 
est-working and everdiinory 
heroes, come to the: Super NES in 4 
new puzzler from Acclaim. Aided | 
by Velma's wisdom, Freddy's inge- , 
nuity, and eee Scooby Snacks, 
f — Shaggy and 
| his cunning 
| canine 
| must solve 
four hair- 
raising 
mysteries 
and bring 
f | the conniv- 
zs ing villains 
to jos it's a spooky job, 
but Scooby's up for it—maybe. 


Snack and whack your way 
to the big bonus! 


Hidden throughout the game are two kinds of bonus rounds 


* where Shag and Scoob can rack up some major bonus points 


In the first one, Shaggy flings 
food that Scooby must 
quickly pile up to make sky- 
high hoagtes, and tn the sec 

ond, Shaggy has to bop bad- 
dies on the noggin’ befere 
the clock runs out i 


When you're playing whack-a- 
ghoul, make sure you don't bop 
your buddies! And you'll find 
that zu [hogy towers is o 
vary toll ord: 


wunen (8) 


It's rough seas ahead for Scooby and his pals as they climb 

aboard an old shipwreck, the Red Ryan, and suddenly encounter 

a very salty specter! Shaggy and Scoob begin their hunt for k E. TENE 
clues on board, but, unfortunately, the fearful friends quickly ES to the ri ʻi 5 to 
get lost in the labyrinth of levels, and many important items are id 
well hidden. Check the map to ensure smooth sailing. à 


To the Crow’s Nest 


the clutter on the & 
to the left and use your 
igh atop the ship’s rig- 
carefully make your way to 
t, past the many masts and 


os 


1, then climb up the pile of cargo, 
itch the fuzzy bear, and find Velma 
to uncover the feddy's hidden key. 


- Attor you heve 6 quick chet with Velma and 
^ A Freddy, the pog-legged pirata ghost will 


appear, Toke Freddy's advice and give hime 
quick taste of your trolley. He'll vanish, but 
not bofore he opens e locked door. 


Our panicky pols will have to 
get over their teer of heights if 
they want to reech the teddy 
bear! One false step could 
meon tha end, but luckily there 
ere some nilty lifts to keep thu 
duo flosting on air 


Hoping to find some amusement at the fair, the tenacious team 


finds the grounds deserted . . . except for a particularly creepy 
clown! In order to get to the bottom of this mystery, Shag and 
Scoob will have to take a wild ride on a slide, avoid a bunch of vis- 
ous vermin, and unseat a unicycle with a mind of its own! 


While a bell and mallet may not seem lil 
important items, they're actually ~~~ 
Scooby and Shaggy's ticket to the” 
next stage of the fair. Once you've 
got them, find the + 
Strength-O-Meter r, 
(Daphne should be close 
by). Stand just to the left 
of the muscle machine 
and put the bell in place. 4 
Now just take a whack 
at it with the mallet to 
win à crucial key. 


Who would've thought thet 
beneeth the screwny facede 
there lurked e reel muscle 
men! But there's no time for 
flexing—get thet key to 
Freddy! 


Get ready for the ride of your life! When 
you're coming down this slick little slide, 
piked balls that are hiding 


In this adventure, an innocent outing leaves Scooby and 
his pals mired in a mysterious swamp. Is there a muddy 
monster who roams these murky woods? Does the 


despicable Dean Drabwell know of untold riches hidden 
beneath the oily soil? Will there be enough Scooby 
Snacks for our famished friends? Shaggy and his clue- 
sniffin' pooch will have to do some serious sleuthing to 
find the answers. 


ep enough to carry 
aggy and Scooby get to tl 
d over to the tires beneath 
. Take a mighty bounce to get: 
(OME on the platform, then ju 
$ easy task. The trick to 3 - Tay) over to the roof. There y 
5 Tarzan is to take very cautious leaps and to stick Hn ` : find a stack of tires thaf 
e higher path, You'll have to take a few running z you'll need to nab and use in 
jumps, so make sure the forest later. 
that you slam on the 
brakes just as soon as 
you land. If you make 
one misstep, unfortu- 
nately, there are no 
second chances. 


E 


To get on treck, first 
pop the pumpkin with o 
cen. Next, use the 
floating pletfarm to 
heed right, Finally, 
jump off the brench 
thet is farthest right 

to get beck on the 
ground. 


Jump on the first set of tires toreach the 
ones you'll grab When you get to a ledge 
in the forest, walk to the edge and drop 
Wd Now you can bounce to the first 
imi 


a 
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Next, the team sets out to investigate the harrowing happenings at the 

old Bradshaw Manor. Although they're reluctant, Scooby and Shaggy 

must carefully check every creaking floorboard and shadowy room for 

the clues that will bring this maniacal mystery to a close. Their search 

will lead them through secret doors, perilous walkways, and possibly 
into the clutches of a villainous vampire! 


In the library, Shag and Scoob will need to find a 
secret passage in the upper right corner that leads to a 
vital clue. Once you've found the book in the bedroom, go 
to the library and start grabbing the books on the first set of 
shelves, If you can't reach a 
high shelf, try stacking the [——— —— SS gares 
books to climb up. Remember, E 
you'll need all four books to a 

reach the exit. 


In the library, 
books is near the top of 
the room. Nab it by stack- 
ing books to holp you 
climb, and bonk the mice = 
with melons as you go. 
After you've made your leap for the 
fourth book, head to the right side of 
the room, whore you'll have to balance 
the books one last time. 


ing your way around the secret pas- 

sage by lamplight can be pretty rough. To 

p the last clue, carefully head to the | 
it and hop ento the elevator. When it 
E fo its highest point, jump to the right 
and climb over the stack of crates, Jump 

down to the platform and enter the dark- ` 

ened doorway, zem 


à 
- H 


When you're going 
up on the elevator, 
don't he tempted 
to jump ott to the 
left. If you keed to 
the right, you'll be 
able to lacete the 
I wu last clue. 


There's’ à A&e time reserped in 
fjour name, the satne.mamé is 
‘Stcherd- oh the PGR card 

‘Won carty-in our 

, Pocket, Vou ignore p" ib 
1 the tláshiing-straues A A, 
and mbhirrind cali- m «i » N 
era maitürs-as-ygu - — P= 
Stride-to the tee : ( ! N 
box f thousand 
fates défine the 
Biunindary of the , 
fairway before yon, 
Wefcome ta the: 
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1995 Polygames and Electronic Arts. 
1995 THO 
1995 PGA Tour 
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Have you ever dreamed of earning your PGA card and teeing off in a Tournament Player's Club 
(TPC) tournament against the pros? Your dream: just.camie tru. PGA Tour ‘96 features eight 
authentically scaled TPC courses, all official sites of prestigious golf tournaments in the Unitet 

States. That's a total of 144 grueling greens with miles of ome fairways and brutal bunkers! 
Pick a course, grab your bag of customized clubs, and go head-to-head against Tom Kite, Davis 
Love IIl, Mark O'Meara, Lee Janzen, Fuzzy Zoeller.or five other tour pros in Match Plays, Shoot 


Outsoty Skins Games! PGA Tour ‘96 is Steller shots are displayed on automatic 


with options, The battery-backed instant replay Review your mistakes by 
saves all your stats, frorn longest Selecting the same option manually 


gan option, something you're going to 
feed until you get used to reading the 
‘game‘s-quirky putting screens. PGA Tour 
‘96 1s compatible with the Tee V Golf, the 
dnly licénsed golf accessory available for 
the Süpér NES. 


Àj You carr play PGA Tour '96 a variety of ways If you like to track stats, this game keeps 


against e wide assortment of pros When you're 
tied of 72-hole tournament marathons, kickback ds Renee a USER 
fora one-on-one match against a pro lika Jeff T 


QU) MNTENDD POWER Slumon: 


PGA TOUR '96 @ 
4 


PGA Tour ‘96 has practice options for your 
short and long games. While driving off the 
tee is easy to master, the putting control i$ out 
of bounds Use the "View" option to get a read 
on the green, and move the cursor to adjust 
your aim While hours af practice does 
improve your short game, expect some missed 
five-foot putts because of software shortcom- 
ings. This 1s the game's onlyprough edge ~~ 


SIN 43dNS 


PGA Tour ‘96 
features ten 


B ‘Sluman, Fuzzy Zoeller, Mark O'Meara, Craig Stadler 
| and Tøm Kite Each player's actual golf swing is digital- 
| ‘ly féproduced in the game. If you're looking for a tough 
Thatch, tee off against Tom Kite, | d 
«€ d 


One of PGA Tour '96's best features fs the variety of aimes golf fans can select to play. in 
addition to the dramatic 72-hole tournaments that the PGA Tour ts famous for, players can 
choose from Match Play, Shoot Out and Skins Game modes. Using two controllers, up to 
four players can take to the links simultaneously 


^. c — 
- TERRY wins 1 Skin 
Sie worth $5,000 
» 


n the” rolling countryside of 
Potomac, Maryland, the TPC at 
Avenel is One of thé-most scenic 
courses on the tour, a feastíor the 
Éyes"of spectators and pros alike 
Slendér furwüys are lined with | 
towering Arees-fand quiet, rock-/ 
"ined brooks fortify tiny, convoluted 
grééns (Every June, Avenel hosts the 
Kemper Open Craig Stadler had baék- 
tolback victories àt the Open! in 1981 
and’ (982. The Walrus placed 45th on 
Thé-4995 money list, netting atotal of 
$402,316 and placing in the top ten 
inHourtof the 21 events he ? 
eptered 
e 


off a fairway we ^ K - l rs begging tor par Gauge 
comfortable approach i 5 Ër swing Wm “oa E the ge [3 
———— p Á =x ish fooi 


12th Hole 


454 yard Par 4 


Pull off par here and you're on the home 
Stretch The 12th at Avenel is the tough 
eston the back nne Aim your tee 
shot at the left edge of the fairway, 
but keep out of the trees 
and creek If your tee shot Is 
long enough youll have 
an easy approach shot 
atthe green This 
hole is notorious 
for lost balls and 
stolen pars 


NINTENDO POWER 


AEST a 


555 yard Par 5 }ĵ 


PGA TOUR "96 


Since 1928, the TPC at River Highlands has ^77 
been worked and reworked by three dif- 
ferent course architects The result is a 
golf masterpiece. a refined and pol- 
tshed string of holes that challenges 
golfers at all levels of play, from 
power drivers to short game magi- 
cians, River Highlands hosts the 
Canon Greater Hartford Open each 
June Fuzzy Zoeller finished fifth in 
the 1995 Open, his best finish all sea- 
son A short game genius, Zoeller 
scored victories in the 1983 U.S Open 
and the 1979 Masters. He collected 
170,706 last year. 


th Hole 


eing off from the box on 
g Fourth, you can only 
ur ball tinds the narrow 

in two, large, CR bunkers 


10th Hole 


4462 yard Par 4 


The tree-lined 10th 
hole is probably the 
toughest at River. 
Highlands. You must 
drive straight off the 
tee or take tme raking 
Up your footprints in 
one of three massive. 
bunkers lining the right 
side of the long, narrow 


Every May the TPC at Las 
Colinas hosts the GTE 

Byron Nelson Classic in 

Irving, Texas The course 
was originally designed 
by Robert Trent Jones Jr. and later 
revised by Jay Morrish, Ben Crenshaw 
and Byron Nelson The teamwork of 
course architects and professional play- 
ers produced a challenging course that 
offers golfers a vanety of methods and 
routes to get from tee to green. Bruce 
Lietzke has won here twice, in 1981 
and 1988, both via 
play-off rounds, 
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16th Hole 


ui 555-yard (Eg [j parkmarked iy AME = ty de — rii! 

wide assortment of fairway bunkers waiting to | Y d ài 

punish all forms of dogleg corner cutters Keep’ A 420 y ard Par 4 

pes tee shot out of the three bunkers on the... . The dogleg 17th neatly wraps 

ft side ot the fairway Depending on your lie, : itself around a large lake Water 

you might be oper’ See borders the entire right edge of 
to a second shots ^s the fairway If e 
with a long iron qr. "Ger slice, you swim Long, 
fairway wood to: fie, - . straight drivers are reward- 
navgatetha *% 1 ed with à middle-iron, second 
bunker guarding. Í shot to the green Just make 
the approach to b sure you put enough behind the 


the green. Chip up. 2 club face to carry the rest of the lake Land "y. cte 
- UIE. o s M ora on the green fora shot at birdie rA zi. 


i: Site of The Player's Championship, the 
\ TPC at Sawgrass in Pointe Verde, Florida 
ju m was designed by Pete Dye and completed 
h» in 1980 The 6,896-yard, par 72 course 
was built to challenge the best and enter- 
tain the rest. It is stadium golf at its finest — mY 
Towering spectator mounds surround nar- 
d row fairways, framingtmassive bunkers 
and encircling dime-sized greéhs. f there 
ere a fifth major tournament in professional 
golf, it^ would” be ‘here ‘at the Player's 
Championship. fn 1995 Lee Janzen won here 
with a-scóre of five under par, Janzen went on 
win twovether PGA tournaments last year, finish- 
ing thirdion thesPGA money list andecollecting a 
whopping $1,378,966. f 


" »4 yard Par 4: While the TPC of Séott: 
E ul. Ô metan ihelongestparfourat ' e 
4 1 Sawgrass. From the tec box, golfers see à way ofthe 501-yard par five 15th. 
è FY 4 tny landing area The trick to picking up a birdie on 


on the fainvay Tea 
- Esdr E this hole is to make a long approach 


ur next club wil 
ave to be a sand 
wedge More 
bunkers greet your 
approach shot to 
the green ,^ 


oo SEA 17th Ho | 
132 yard Par 3: 


The island green on the 17th is one of tha most | 
famous and most de we par threes l 
1n professional golf During the 
windy 1984 TPC, 64 balls ^^ 
found fake bottom Aim for 
the green or the sliver of 
a bunker in front of it. 


Shot bite and stop on the smooth, 
flat surface of the island green 


440 yard Par 4 = 


Reputedly one of the toughest finishing 
holes in golf. the 440-yard, par four 18th | 
15 a nail biter from tee box to green. A 
lake borders the left edge of the fairway 
Approach shots bouncing nght of the 
hole will be devoured by a bunker 


In the middle of the 1980's the City of 
Scottsdale embarked on an arduous pro- 
ject that would transform a barren tract of 
desert into an emerald golf oasis. Of the 
eight courses in PGA Tour '96, the TPC of 
Scottsdale 1s one of the most forgiving 
Wide fairways and generous greens reach 
for errant shots, Davis Love IH finished in 
the money here in the 1995 Phoenix 
Open. On the tour, Love was second to 
John Daly in driving distance, ripping his 
shots over 284 6 yards out of the tee box. 
During the 1988 Phoenix Open, he set a 
record for largest lead after 18 holes, hit- 
‘tung the ball only 63 times to complete the 
first round 


While the green on the 
303-yard, par four 17th is dri- 
vable the water left of the hole 
discourages the heavy hitters 
from going for an eagle Slicers 
eat sand if they swing hard 
enough off the tee box If you fail 
to bite on the surface of the 
green, a large bunker gladly 
snares your ball before it lands in 
the lake Unless you have nothing 
tolose play it safe and hopa tor an 
easy birdie putt. 


17th Hole | 


303 yard Par4 


PGA TOUR “96 


It's not the wind that golfers worry @ 
about at the TPC at Southwind It's the 
J water Lakes and streams come into play 
| on more than half the holes on the 
= course The Tennessee TPC is the site of 
the Federal Express St Jude Classic The 
jf Za 1995 FedEx St Jude Classic was won by 
e Itm Gallager Jr. Gallager was no stranger 
to the leader board last yeár Düring the 
7995, season he blew away his rivals, 
placing" in. he top ten in six af the 27 
events he ehtered Gallager’ placed 
\eighth on the overall money-leaders 
list, collecting a total of $1,057,241 
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ve 12th plays longer 
fairway curls around 

lata for breakfast Play 
nd you'll end up raking 
‘of three fairway bunkers, 


Hole 
1 231 yard Par 3 4 


= This is the toughest 
| s hole on the course, In 

fact, Southwind's 231- 

§ yard 14th is one of the 
toughest par threes on 
the PGA tour The trick is to 
hit the green without getüng — . 
wet Gutless players can opt for 
the fairway to the left, but you | | 

| might be looking at a bogey on your. 


do 4j 


17th Hole 


464 yard Par 4 
You can birdie the 17th if you're accurate with your 
long irons on the second shot In 1990, Tom Kite did 
this and came from behind to win the St Jude Classic 


While the Las Vegas invitational usually 
hesis 90. holes oftournament play.on, three. 
different courses, PGA Tour ’96 features the 
standard 72-hole- tournament solely on the. 
TPC at Summertin course This is hardly :al 
shortcoming since the Summerlin course 
has the best. layout of the three courses! 
"Mark O'Meará tied for fifth place during the! 
7*5995-(as Vegas Invitational Named Rookie, 
Of the Year in 1981, O'Meara has had nine 
PGA Tour Victories in his career, including. 
four at Pebble Beach A shotmaker, O'Meara| 
was seventh overall in 
Greens in Regulation: 
daring 1995, with a’ 
stunning 70 5% 
average , 


Woodland 525-vard 131] 

always ready to test your luck. | 

Your tee shot has an enormous 

carry across a lake to the lip ofa» 
M narrow fairway Any sliced shots 
j fortunate enough to cross the 


t E 
1 6 t h H o ] e 4 ater shay E Ue a | 
— " . 4 B. large fairway bunker. Eventi you! 
560 yard Par 5 P. 1 M dosurvive the typeal ioe st 

: Do you feel lucky? The 560-yard 16th was 5 campoe oU aperiens DoN 

desched for genes tf AN dodge the | must fang ona tiny island greeny 
| two fairway bunkers, you can aim your — 4 

next shot across the lake and onto the 


d araen ior an eagle putt. Those feeling 
| n on their luck might want to setup => 


| short and go for a pite! apros High 
A rolling power hitters usually skim 
ecross the green and into a bunker 


L— 


444 yard Par 4 


Golfersin the tee box at the thare — | Mou. 
up against a long expanse of hot a 
desert After they land safely 


= on the fairway, a lake awaits 
—_— the hooked shots of players 
thirsty for a birdie Lay uj 
your second shot right oi 
e * ihe 


Gen if you're willing to 
| settle for par, and watch the 
| drection of the wind before. 
4 you hit your ball 


The Shell Houston Open arrives at The 
Woodlands every April The 7,042-yard 
course meanders through a sprawling forest 
of tall oaks While not as tough as Avenel or 
Las Colinas, the TPC at The Woodlands has a 
reputation for sneaking up on the unsuspect- 
Ing player Water comes into play on 11 of the 
18 holes, and trees knock down any attempis 
to cut a dogleg or two Tom Kite finished in 
the money here in 1995, but despite his 19 
PGA Tour Victories, he has never claimed the 
Houston Open trophy This could all change 
during the 1996 PGA Tour, especially if Kite's 
putter finds the fine to the back of the cup 


SIN dN 


7th Hole | 


383 yard Par 4 | 


A large lake runs 200 yards 
along the left side of the 
17th'S narrow fairway, block- 
ing any attempts to roll up 
on the front TM of the 
green Power hitters are 
usually mired in the greens 
large rear bunker © ġ 


18th Hole 
525 yard Par 5 


The 18th at the Woodlands has been the site of 
dramatic playoffs and victories, Curtis Strange 
won with consecutive birdies on this hole n, ġ 
1988, beating 
Greg Norman ina 
play-off Errant 
or overpowered 
shots inevitably 
roll into one of 
sixburkers ~ 
crowded behind 
‘the green 
nek 
al tlt slg ise 
Ringe. Wega MEME oen 
This Taves him with a chip {4 . 
1 E e 
an eagle or, if he misses, a ptt” 


; for an easy birdie, 


i? Bh Aahar E 


CLASSIFIED 


IREGRMATION 


LEZE ce 4342 J539 


MEMBER IDENTIFICATION # w 


f» ox! i 7) 


Bonus Game Practice Mads 

Tbis handy code lets you practice the bonus games (the 
results don't affect your regular game), as well as a couple of 
two-player games. On any stage select screen, press and 
hold Select, then press X, X, Y, B and A. Whether you win 
or lose, you'll return to the stage select screen. 


This code can he eetered oe 
any stage select screoe. 


Wow yoe con brush up on yoer 
technique betwoeo stages. 


qe 


Stege Select 

If the Quest for the Olympic Rings is turning into a her- 
culean effort, pause your game, then press Left, Down, 
Down, Left, Right and Down. Reset the game, then go to 
the Options Screen. A Stage Select option will appear! 


Pause your gome ot ony time, 
then ester the code, 


From this screen, yoe con 
eccuss ony other stege. 


Stege Ship 

Having trouble carrying all those cows around? Here's a 
code that will let you skip to the next stage to see what other 
tasty things the EWJ2 programmers have cooked up. Press 
Start to pause your game. Now press Select, B, X, A, A, X, B. 
and Select. Press Start again to skip fo the next stage. 


ts osr little wormy friend get- 


ting ell tuckered oet? 
1 


(i 


Too bad, ‘couse the next stage 
is even worse! 


below and start your game as you normally would. You'll 
have more than enough cash to buy lots of options and 
upgrades for your bike. Victory will be assured?! 


Big Bucks | 
To get a jump on your competition, enter the password 


Enter the password and stort $30,000 will buy e tot of red 

the gome 6s yos normally do. ‘epgredes for your bikel - 
, 

(SS pm 


‘j=, 


EEDA 2 ari 
(d > OE E-PATU B-s) 


Stege Select 

If the original Spider-Man/Venom team-up was the “maxi- 
mum” in mayhem, then this stunning sequel is off the 
scale! To skip over any particularly tough areas, enter the 
password S, C, B, C, R, S to access a special stage select. 


LL 


Start your gama aa usual, 


Enter tha following paaaword: 
RS. than preas Start ta pauae. 


S, 6, B, C, 


- 
Use the Control Pad to scroll Preaa Start again, and you'll 
through your choices. be on your marry wayl 
Tough Enough 
Want to make life even harder for your furry friend? From 
the Title screen,go to the Set Up screen and highlight Level. 
Press Left, Left, Right, Right, Down, Up, Down, Up, A and 
X. Anew "Crazy Hard" difficulty setting will appear! 
j 
= 
d 
ne Be sure to placa the cursor oa ‘Only tha bravest poasums 
9 peel hefore you enter the F? take oa this challengel 


J AES ju. 


STRIKE 
255 Lives end Beet Co-Pilot 
Anyone who has played Jungle Strike will tell you that this 
action game/flight sim is one of the best (and toughest!) 
games of its kind, The high level of challenge is one of its 
advantages, but it doesn't hurt to have some help. Use the 
passwords below to start these campaigna with 255 lives 
and the option to have Wild Bill as your co-pilot. 


Campaign 1: 8B45HPBTNMPT : 
Campaign 2: 8B458P84NMPT 
Campaign 3: 8B45RPBONMPT 
Campaign 4: 8B45WP86NMPT 
Campaign 5: 8B45CPBXNMPT 
Campaign 6: 8B454P82NMPT 


CAMPAIGN MENU. 


[IYYITTYLT 4 
ENTER PASSWORD 


prow srant To Žir 


Enter tha apecial passwords 


Wild Bill can rida shotgun right 
just lika narmal pasawords. 


from tha first campaignl 


Early Spring Treining 

Baseball spring training is (sort of) just around the corner! 

In anticipation of another season of unexpected upsets and 
glorious come-from-behind wins, we present a few special 

passwords for Virtual League Baseball. Get yourself a hot 

dog and enjoy the game! 


USA vs. Galaxy Team: 00443 
Canada vs. Galaxy Team: 10903 


Japan vs. Gslaxy Team: 60904 ( 
Taiwan vs. Galaxy Team: 70?43 

Russia vs. Galaxy Team: #0302 

Italy vs. Galaxy Team: 01102 


66C6 €, 
— bye pom votume 80 (BD) 


Lat tha Hombat Begin! 

Mortal Kombatants, take heed! Back in Volume 78, we 
introduced you to the new and vastly improved Mortal 
ae Kombat 3. Now we blow this game wide open with a 
po selection of the juiciest Fatalities, Babalities, Animalities 
oe and Friendships this side of Outworld! Keep your hands 
| loose, your wits sharp and get ready to top off your 

i victories with these awe inspiring moves! 


4 Sonua-Pit Fatslity 
f When ij one Eu is on the 


1 nee to put him out of his 
' | misery...permanontly! 


Eg S. pee 


NC solids post m 
po o solid steel lul t 
Pe T stelose ronge end hold Low 


od Pench, then press Down, 
E Forward, Forward, Down, and 
then relssse Low Punch. 


v 
"-— Sindel-Fotality 


Stand ot sweap ronge ond 
[ES Ren, Run, Block, Hun ond 

lock to give your opponsnt 
the altimate hod hair dey! 


Jan-Fatelitu 


^a This move must hs done while 

stondiny ebout s screun length 
a away Press Ren, Bloch, Run, 
Heros Gp Low Kich. Lsoh oet 


Liu KHang-Fatelity 


Who would ve thoeght that on 
arcade machine woeld he cam- 
sidered e deedly wnopon? 
Stend etcloss renge and Ade 
Up, Down, Up, Up, am 

press Reo end Bloch Ephes 


Liu Hang-Bebslitu 


This move can he performed at 
eny distence from your oppo- 
ment. Press Down, Dows, 
ond High Kich. Yes, ond 
“goo-gos” to yoe, yoe little 
darling! 


Stryker-Fatality 


Oooo, whet a mess yoe've 
mads, Stryker! Press Down, 
Forward, Down, Forward end 
Block to give your opponent on 
explosive experieecel 


Sub Zero-Fatality 


Heres enothor chilly fatality 
from Sah-Zero. Press Boch, 
Bech, Down, Back end Run ot 
swnep renge. Got eny diet 
soda to go with thst? 


Cyren-Fetelity 


M close renge, (53 ress Dows, 

Down, Forward, Up and Run. 
We don't ksow why Cyrex 
blows himself up just to spits 
lus opponent, hut he must have 
agood mechesicl 


Sektor-Animslity 


Change Sektor into o gient fly- 
ing mouse hy pressing 
Forward, Forwsrd, Down 
Up. Yoa'll have to stend close 
to yoor oppoennt for this ts 
work, 


BW B 


More Kombat Options 
Liked those Fetalities, did you? Well, maybe we'll follow 
up next month with more moves, including Shang Tsung's 
incredible morphs! In the meantime, chew on the codes 


Night Wolf- 
Fatality 


The maoa casts a daadly light 
if yoa stand right aext to yoar 
opponent aad press Up, Up, 
Bach, Forward and Bloch. 


Night Wolf- 
Animality 

Chenga Night Wolf inta hie 
fourlegged namasahe by 
ie] Forward, Forwerd, 


awn and Down at close 
ranga. 


Shaava- 
Pit Fatality 
Loching for a spacial Fatali 


for thet special someoae 
Preaa Down, Forward, Down, 


Da the Stert Game screen, 
[ES Up. Up. Down, Dawn, 

eft, Right, A, B and A. Thia 
brings up a "Kool Stuff" 
optioas screen, which includes 
e mini shooter gama! 


How aboat a Oaich Finish (ona- 
button Fatality) option? On tha 
Start Game screan, press 
Select, A, B, Right, Left, Down, 


below, which give you access to all sorts of game pley 
options that you can use in different combinations. Enjoy! 


Forward and Low Punch, and Down, Up end Up. 
watch what happanal 
ae 
Kabal-Fatality Scott's Stuff pu 


At just beyoad eweap range, 
pes Dowe, Down, Bach, 
orward and Block. Just be 
glad that Kabal dogaa’t maha 
funny balloon animals! 


Habal-Friandahip 


At laest Kabal haa enough 
treata for ell of his MK friands! 
Stand at sweap renga aad 
prese Run, Low Kich, Run, Rua 
and Up, 


On the Start Game acreea, 
rasa X, B, A, Y, Up, Left, 
own, Right end Down. 

Whaever Scatt is, he's gat tha 

Kaolest options ia townl 


Random Salect 


To rendomly ealect @ charac- 
tar, prans Up and Start whea 
highlighting Shang Tsung. For 
Player 2, prese Up end Start oa 
Coatrollar 2 whea highlighting 
Lia Kang 


| 


à 
í 
[ 


Í 


| 


Experts, shmexperts! if you've gof an awesome tip or e killer code, send it in! Nintendo Power 

We'll prinf your stuff alongside the pros’ codes. So what are you waiting for? Clessified Information 

Warm up your broin pans, crack your knuckles end press fhose buttons! P.D. Bos 87033 
Redmond, WR 
99073-9733 


j 
B. i OE ae 


"uus ques 


vA Capcam's smash-hit street- 
"3" fighting serles returns with a 
24-megabit bang! Once mare,ter- 


rar rules the streets af Metra City. LME TR E d 51 Lj " 
Jain twa-fisted Mayar Mike NE A d D » Al Mg AJF 


Haggar and his team af martial- WEE 
arts masters as they battle a sinis- A UNES TS WE a! EPING: 


ter gang through six stages af Titer Haggar put the oss 
n 5 IE 3 Mad Gear gang out of 
side-scrolling mayhem! Final Fight business; bloudyefight- 
3 features a bevy af hidden areas = bind veer 
and banus levels. A wide variety af | lato" for do veis 
attack styles, ane- and twa-player Bogga sitat: ae". Ld P = 
mades and lats af aptians add ta the mer py ibang “+ eda. 
rs commanded Metro 
the fun. nu s» Mp 
© 1995 Capcom Entertainment Inc. take Streets! with ths Skull Gross chisftain| — __ 
25i Capcom has 
Fínal Fight 3 “aos and hidden routes. in ‘some : 
[ places, you came ttle with a boss! The scenery, 
| of from seed Ets to a Chinese restaurant to i ph 


Tdi i n take on the gang alone, with a friend, 


or viti a got peel partner. Whether jou ^ ; 

— attack inh & 
teat, Or" gD 3t 

calorie, he sure 

to break: apart 

barrels! arid. 

iv SN. trates ^ “en 
route. They 

use we. Mr. Mayorf conceal foods 


‘m Detective Lucia 
ir the Special Crimes Unit |} Weaponscend 


other power 
Uno of tva ew members of 5 a 


P^ ie T NT A 
b team, Detective Lucis gsts i b hy Is. aa 
£ ) F b b bringing crooks to justice. - 


We've got a huge riot 
ihat just broke out 
in the center of town! 
ts, prison breaks, 3muggling, ‘the Skull 
55 gang has its fingers in ded — * 
mmsty activ ities} «ooo 


L 


£ 
5 ; i 
@ reo roris -—- 


= 
1 "m = FINAL FIGHT 3 
EL icrrTijo ACTION ws 
re DA r DD 143 Yan AGES JERE, D 
Haggar allows no slackers om hi 2 that goes" M a on hi ERANA Shock. Hi 


newest comradds, Don 'filic déteived By Detective Luca's slight attache REM. Haggar and Guy! Faas daa 


build, She attacks. with) e fury of te macho men! Dean isa. attacks. Tey. your strength by keeping a close eye * 1 [ 
walking dynamo, juicing yenemies with his Electric, ~ Combo e... your.enemy's strength meter. lí sl you can usual. 


When ina jam, Lucia taunthes| her Hurtigane Spinner and Dear "ly finish hif or her off with a less-ta 


|} LUCIA 


A hard-nosed cap with Matro Citys 
Spocial Crimes Unit, Lucie has mastered: 
many kinds of martial arts. She became 
fiarcely loyal to Mayor Haggar whan he 7 
claarad har af trumped-up corruption 
chargas Har fast footwork really ahines 
whan ske teams up with anothar fightar 
taa two parsoa mission. 


pean 


Its whispered that this mystery man with 
auparsatural powers is sot quita human, 1 
Daan was a top attraction an tha strøet- 

fighter circuit when ha caught tha evil. ~ 

eyes ot tha Skull Gross yang. Aftar ho 

retused to join, anragad gang memhers > 

hrutally attacked his family. Now [sn aut 
forreeng! os 


GET INTO A 
SUPER MOVE GRE 


When you start a game; the super move meter at the 


A À 
] d SUTM them for sedia main enemies 
the screen will be empty. Terminate troublemakers to boost ound at the end of every stage. That's ys eásy- Major 


meter undis yy that iure n saper mof mode. tsaa ^— erstes &ove respec il HEY ind. like to sureaerid Based 
for only d hw ‘ava time, Sut what an attack! Li ightning — with giskj\stoopee 
flashes fill the sky. Supermoxesowill devastate any-rival, bu* your 


GUY 


Buy's 1,000 Fist-Barrage 
launches a titanic energy ji 
blast. He picked up this move: 
‘while studying under ninja 
‘mostors. Crab the anamy, 
Athen press Taward him. Roll 
your thumb Down and press 
the Y Batten. 


HAGGAR 


Pegin Hecyars Final Hammar « 
move by grabbing an enamy 
‘then smeothly rolling your 


thumb from Toward te Down. 


LUCIA 


"With her blinding spud, 
‘Lucia is the only fighter whe 


Dean 


"Grab an enemy, thah roll your 
thomb from Down to U: 


-dossmt need te gi r Finish by pressing the 
enemy hefere beginni "Button. Ever-humble Dean 
supar move. Launch her Hard calis this move the Scrap: 
Hit Knee mavs by pressing Dunk, but a better name 
Down twice, then Toward. would be Adios, Amige! 


Finish hy pressing the Y 
Sutton 


cmsan 


ROTD ONES POLICE BEATE 


Shattered police cars çirciga: precinct station in mute testi- — sweep the streets of vermin before locking dow igting 


dhe ruin brought by, the rioters. Most of the Skull prisoners. inside . the station house, Then ie "C 
M gang has moved on, leaving wannabes and unproven’ pool ódjside; where Skull Cross EE id ive bi 
viet to keep this part of town meen. You will have to’ put you itr Te a 


DRUE 


A renegede cop whs's crosaed over to thy Skull Cross 
jang, Dave a deadliest attack is the Giant Jump. When 
RSE leaps i into the air, move away fast! His inerte will 
show you 
where he's 
* going to land. 
ig Deva also. 
wields s billy 
that deity 
thet dei 
violate regula- 
tioss. 


E@UMD TUB SESo auto now 


b You've; across Skull Cross members 


pies to steal some classic autos right TWO AQU TE S TO THE 


out of the showroom! This intriguing. stage has 


two ars Aiter thwarting the wotild-he euto EE 


theidoclasugapack out After you clear the Siik ef. Lo 
there, An altemate route pedestriane, e bus head 
vis s E. iyw showdown... come elong. Once P 


with the de A EM ‘Caine! imply refuse to. 
Regardless of M. M forget grabbing y atay in their seuts! 


i RENI ELO gue 
TELA f| - 


: = 
OR " 


The riot wasia muse to break jäi Gris game mem by EL dh appearance herd; S nop joi see these | 
prison! Now. you! ve it A ira e ba s alil ws have to bs or retreat quickly, Give. | 
streets a Metro, City, Two i | sers, Hi and fai ia 7 Ed =] they'll plow you into the pavement  / 


| om j = Tu 


CREEP EATS 


„Just before the chain-link fence, duck into the diner for some fest 
400d and tastar fighting You're not likely to find any mellew music óh 


|o othe j After ali, tabla service here means a table slammed p 
' nta Whi i d t a square meal. 
in it wil H you decide te skip this lovely 


_ restaurant, Callman will track. 
you dowa in a nearby park. 


CALLMAN 


ing {ait trouble when you run inte 
Saec iint Caflman’s haai 


down at the weight 
" 2 long zi rie to € and-jork y you 
4 Le the wail. Get ri: oí t 
a the. iB: allmans toai 


of steam or he'll 
ron fight over yeu. 
D] Kespr Ind 
í soon it will ba 


This Caine definitely isn't a good 
citizen. Seeing you invade his 
dilapidated bus yard, ho'll chal- 
lenge yeu to hit tha roof where E d 
ho hangs aut. Came likes to play T oo 
heavy metal chin-music with his - : 

long wrench. Lugging such 
ig tool slows him down, 
hough. Don't let him t: full swing at yeu! Just keap mev- 
ing. Caine i jearsighted. Hf yeu ratreat to the far and of 
have a hard time Seeing you. Now is the time 
Dash attack by 


re — n JAouMro0 


[ROIS RONG POU Bese EATER THE a i 


iu Cross gang is cooking. up some oed trouble in little _ is especially hard to beat, You'll have to ering gj, 
pw inatown. Clear the streets of troublemekers, then teke to the "repeatedly ikyou want to lay him A. the kit 
ie ‘uneal 


roof ‘of swank resteurant for more furious fisticuffs, When bus- ` to see what's'cooking with "8 eu 
n: guys out of the p n my you'll Find. that Andore martial-arts mayest X 


am s pe 


|; WONG 


Aiter years of studying under mortial-arts masters in the 
" ients foremost dojos, Something snapped inside thie 
y Yehome th, Instead E Ueing his ekills for peece and j jus 
j . . tice, he joined the Skull Cross geng. Despite his huge size, 
‘Wong is es agile es e butterfly. Watch eut for his tumbling 
Wieck, und T wary of hie necklece. It gives 
Mim the power to freeze opponente! 


ea maa Paena 


8H qme Koss | IT'S THE or |? 


Yout long fight culminateshere, ot the Skull Cross gang's; head- 'vrodítop helipad. Wi ahu do} don't be dulled by the 

quarters inside qne.of Metro City's biggest skyscrapers; Youth gang's luxuriously appóirifed surroundings: Fear of losing their 

oo eh the garden entrence and brawl down the . empire has driven the remaining goons 4o. a fighting frenzy! 
b Carpeted aisles before taking e perilous elevator ridpsto the. ^" ELT à r 


MAINFRAME 
B MAYHEM ` 
> (ieri inel KI qoae oem iei Lo 


> 

J 

` heede eround Your access will be denied unless you cen ehort-cir- 
Unit to the three stiletto-wielding eentries outside 


(8). uneo cower, 


The Skull Cross gang has, commandeered a giant. factory! 
Force yodi way in by silencing tiie sentries qut front * 
bashing operte Reel plated doof Once ide, yout fin 

Sul Ss creer sting We ph © Watel qii fer 


— 


DIGITAL 


Soon after enter- » 
"ing the factory, 3 
yeu can kick open 
a door and antar 
the computer 
room. Knock out 
the thugs keeping 
gan over th lel 
(don't neglect fragile but pesky trouklemal 
ran damage you, even il he or she has very 


UST-UP 
n RE 


Vas 


i 


BLACH 


With his criminal sana crumbling, Mack di 
‘to take mattars inte his own burly hands, 
"tarmind behind the Skull Cross gat licapters in 
ffor the final showdown. Wait out his whirling 
Morvish attack, then hit hard whan he catches his 

breath, Black will also try to raka yeu with his nasty 
»riding crop. To finish this evil genius off, you'll have 
‘to pin him against the high-power transformer. 
Shocking! 


| lue ——- 


turning to tha factory flocr. Wherever you ara, 
ike May and Jos. Remember that any enemy 


Hupien.who.swings.an extra-heavy baseball bat. Like 
“Antlorey Hunter talis Yor of punishment before striking owt, ) 
Your Wm fight inthiestage takes place under the swelteri 

AR oN last učiace HT "ac! nns. Xe 


“This powor plant with purple hair is yaur tough- 
ost fos yet. Bray maves fast and hes surround- 
ed himself with a passet of pests. While thay'ra 
buzzing around, Stray will try te crush yeu with 

his power leap, then turn off your lights with a 
Ansan jel from his chew hands. 


i E 


to: 


even ng ends? 


NINTENDO POWER 


- after all, the most fun.t! 
have all year. But What hap 
pe when they don’t rei 


Atlus’s Virtual Boy romp is a great fit for plüyeys whid like ~ 
their puzzles packed with action. The story follows the fack 
Bros. through more than fifty levels of perplexing pranks as 
they try to find their way home. You can select your fa favorite of 
the three bros.: Jack Frost attacks with jeep $a antem flings 

fireballs and Jack Skelton wielde Avicked 6 oie 


blade. Each has his strength. Jack Frost, for ^ et 
example, is on the nimble side, while Jack h 
Skelton relies on pure power. With them on their trek is y 


a fairy guide who offers helpful tips for exploring new areas 
in the 3-D environment that has the trio popping from fore- 
ground to background, 


< ` 


inside the various labyrinths, the Jack Bros, will 
encounter hazards and obstacles that will put their 
nimbleness and wits to the test. In some places, 
spikes rise from the flor, impaling hapless bros. who: 
are standing Above. In other spots, the bras. will have 
to-fixgre:aw /how tb push Ti«ulders 

into place’ to block -fasers-and. open. 

corridors. And they'll also to 

dodge the occasional Paradieé, deadly 

spikes that fly in nthe side: 15 flap 

ten less-than-fleet-afóot intrudefs.- thé 

any case, listen to the wise faíry'guide- 

to find out what dangers lie ahead. 


"Move THe | 
POULPERS Magy 


Plan ahead when psshing boul- 
ders araund sa you don't block 
yoor way to the axit. It you make 
the wrong move, you could he 


stuck. Samatimes you can use the " | 
stanes to block lethal lasers, iz 
deadly blasts ot tire, ar attacks à | 


by invincible enemies. P e 


can exit each area, and many areas have 
more than one exit. The one you choose 
will determine where you'll land on the 
level below, so you should plan your | 
leap carefully, You can save a lot of time 

by landing near an exit on the next 

level. There are also warp platforms that | \ 
you can use tò move directly from point to j i 


'] 
You must find all of the keys before you ———— | 
i 


point. Some warps will even transport you ] 
H f Tryellotthe warps to sae whare they 

from level to level, If you've moved boul- Atter you find the necessary keys, choosa lead On soma p such as 43 and 44, f 
ders into positions that. block your path, fhe ee arit, RS dump amn to tha hs | yl ha abla ta warp ES ie fra 

" level. You can alsa save valuable tima jan yos come to a place thet looks 
use a warp to reset them and try again. using warp platforms to move around, 3 in cea that's hlocked by baul- f 

] eves batwaan levels. dare, forexample—try using a warp to, S 
Í oo C F 
m a ee 
J 
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4 use a warp to reset them and try again. 


eA tiva kt it i Uto] 


Inside the various‘ labyrinths, the Jack Bros. will“ 
encounter hazards and obstacles that will put their 
nimbleness end wits to the test; In some places, 
spikes rise from, the floor, impaling hapless bros. who. 
are standing above. In other spots, the. 
figure ‘out how to push Boulders 


into place’ “to block: Jasers-afid 
corridors, And they'll Tote 
dodge the occasional Para » dead} y 


spikes thet fly in fím-ihe si sides Ie t 
ten less-than-fleet-afóot Li. th 
any case, listen to the wise fairy guide. 
& fo find out what dangers lie ahead. 


"MOVE THe 


Plan ahead whaa pushing boul- 
ders around so you don't bloch 
your way to the axit. If you maha 
tha wrony move, you could ba 
atuck. Somutimes you can usa tha 
atones to bloch lethal lasars, 
daadly blasts of fire, or attoche 
by invincibla unamies. 


You must find all of the keys before you 
can exit each area, end many areas have 
more than one exit. The one you choose 

^ will determine where you'll land on the 

level below, so-you should plan your 
leap carefully. You can save a lot of time 
by landing near en exit on the next 

level. There are also warp platforms that 

you can use to move directly from point to 

point. Some warps will even transport.you 

from level to level. tf: you've moved boul" After you find the neceasery keys, chouse 


ders into positions that block your path, the beet axit, than jump down to the next 
level. You can also sava valuable time by 
using warp platforms to mova around, 
evaa batwaaa levels, 


Try all af the warps ta sea where they J 


JACK EROS: 


NI 


A08 TWNLYIA 


laad. On somu levels, sach as 43 and 44, 

you'll ba abla to warp bach and forth. | 
Whaa you come ta a place thut looha 
inaccassibla—ane thuts blocked by boul- — 7 
dars, for oxampla—try uaing a warp tọ | 


: y | — ¥ A "— 
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As in Tetris, the goel of Tetris Blast is to cleer ewey the blocks before the stack gets too 

high. Tetris Blast gives you a few new tools to work with.The most notable, of course, is the 

bomb. When you complete e row of blocks, the bombs in that row explode. It only tekes e few 
smell bombs to cleer out partielly completed rows. If you blow up enough bombs, you'll clear the 


TETRIS BLAST 
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entire screen! Tetris Blest elso lets you slide your blocks into position. In the original Tetris, you found 
yourself in big trouble if you feiled to position your blocks es they fell. In this version, you can slide 


your blocks efter they land to reach those herd to get pleces. 


es 


together before completing the row. 


There ere three ways to pley Tetris Blast. First, you can learn how to handle an explosive stack of 


ys risky business, but if you plen eheed end plece your video 

lly, you'll escape explosions unscathed. ff you can group four bombs togeth- 

er, they'll form e mega-bomb.When you complete a row that includes e mega-bomb, it will 
blow up ell neerby bombs. If you detonete several mega-bombs et once, they will clear the 
entire screen. Just remember that, to get a mega-bómb, you must plece the four bombs 
together before you complete the row. You must ellow time for the four bombs to morph 


blocks in the Treining Mode. You heve ten drop-speeds to choose from, end ell you heve to do is stack 

end destroy blocks as they fall. There's no end to this mode. You simply stack end blest until you think 
you're reedy for e showdown. In the Contest Mode, you steck blocks as they fall into a partially filled chute. 
The trick to this mode is to find ways to fit falling blocks eround the blocks thet are already in plece. The tough- 
est form of Tetris Blast is the Fight Mode, in which insect enemies try to meke e mess of your geme. 


lethe Fight Mode, you crush or blow 
up iesect enemies to stop them from 
edding blocks to the stack or from 
eating your bomhs. — 


—— | 


by 


So you thiek yos re. 
emesteret Tetris 
Blest. Prove it by 
linking up with 
enother bles- 
troneaght ie e two- 
player showdown 
using Geme Link. 


Tetris Blast's Fight Mode pits you against block-chomping pests like Cubit, Gloop, 
and Squidly. They may look like they're clueless, but watch out. These Tetris ter- 
rorists have strategies for making a mess of your game. 


oing héad-to-head against the bug squad takes a little 
practice.They float around the blocks stirring up all 
kinds of trouble. Some of them add blocks to your stack, 
making it hard to tell where you should place the next 
block as it falls. Some of them eat your 


bombs and are especially fond of mega- N 


bombs. Doc Grub can be particularly irri- 
tating when he smiles up at you from the 
hole that used to be a mega-bomb, just as H 
you're getting ready for a big blast. The 
worst thing the pests do is create entire 
rows of blocks. If you don't clear your 
stack quickly, they'll put you out of 
CUL ing business. Fortunately, you have to deal 
[past that aney with only one of the pests at a time. 
eke bim, Of course, in a fight like this, the 
mega-bombs to best defense is a good offense. tf you 
CC URS drop a load of blocks on their heads, 
you can crush them as they try to dig 
themselves out. tí you can trap 
them under a row as it explodes 
from the screen, they'll absorb the 
damage. If you nail them enough times, 
you'll crush them for good. If you're playing 
against munchers, pin them under complete 
“vows and blow them up with small bombs. 
Mega-bombs take so long to make 
that the munchers will eat them 
hefore you can detonate them. 
Mega-bombs are effective 
^ against block-spitters, though. 


Fast moving bat weak, Gloap 
When the big boomers explode, they set off makes your blocks drop 


chain reactions that get the creeps no mat- Straight down it he gets near 


tham Blast that Glaop! It's a 
gaod thing he can't taka a 
punch. 


ter where they're hiding. 


> 
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In the Contest Mode, you have to clear existing blocks from the chute by placing new 
blocks and bombs around them. Try to clear the chute out as quickly as possible, because 
You're racing the clock in this contest. The game keeps track of your times and lets you know 
when you've set a new record. You may want to practice up on the Training Mode before try- _ 
ing this one. It may start out slowly, but it gets harder fast. 


b 


els of Tetris, you know about 
clearing existing blocks away by 
filling the spaces around them 
and forming lines. The same 
principal applies in the Contest 
Mode of Tetris Blast, except that 
in this version, there's more 
space between the blocks, so 
it's harder to fill in the spaces 
to clear lines. Use mega-bombs 
to win. You can clear lines 
with small bombs, but you'll 
never get all of the stray 
blocks with little blasts. In fact, 
the best way to shatter old records is by 
planting three or more mega-bombs 
around the screen and setting up a chain 
reaction. If aligning four bombs to create 
a mega-bomb sounds hard, here's a bit of 
good news. Each time you detonate a 
mega-bomb, you'll be rewarded with 
blocks of multiple bombs. With a little 
work, you can replace one mega-bomb 
with three more—enough firepower to 
clear most screens. 


When you place four 
bombs together, they 
form e powerful mage- 
bomb. This is the best 
tool for cleering the 
screen. 


ELA 
chee Hea 


P Once you've crested your ultrs-powerful 
mega-bomb, you must tirish a line of bloche 
around it to make tha homb explode. 


The force of e mega-bomb will make ail 
nearby reguler hombs explode, setting off a 
recard-sattiag chain reaction. 


BURN RUBBER 


NINTENOO POWER 


Most video pinball games combine several playing fields with 
varying themes and bonus systems to add variety, but in the 
end they really don't give players much variety at all The 
Getaway concentrates on one theme and gives players 
options so that s = rr 
they can earn 
bonuses in differ- 
ent ways |f you 
stay clear of the 
drain, you can earn 
dozens of bonuses 
for extra balls and 
points The verti- 
cally scrolling 
board can be hard 
to read when the 
ball starts flying, 
but if you know 
where to hit it, this 
game turns into a 
Joy nde 


play: field 
tains "frei 


traffic lights, 
super chargers, ^» 
three flippers, 
one hideout and 
a tunnel. At the 
start of the 
game, you have 
five balls and 
your car is in first 
gear By keeping 
the ball m play 
and aiming for 
bonus areas, 
some of which 
light up during the course of play, you wrack up points, shift 
gears, enter special modes and stay clear of the long arm of 


Sag. if the traffic lights are switched on On Super 

t's awh easier to tell what's happening, but the 
enhancements Either way 
antic, ^ ^ 


LIFE IN THE FAST LANE 


There are many ways to take your car 
to the limit and beyond in The 


hy #igping the 
3 track aie thes 
lower part of the play- 
ie redline, kin i 


b THE 
f TUNNEL 


Hing balls mito ti 

fandom banus Burn Rubber o 
ited in the Tunne ily selects ane 
onus awards ine rial 
4 E 


. on the back ramp and you 


into the Tunnel for extra bonuses or to 
hold it during Multi-Ball. Another route 
io bonus jack pots is the Hideout 

Tuck three balls into the Hideout 


yd 


about due to careful setup and plan- 
ning With this in mind, activating 
the Kickback bumpers will keep 
you out of the drain and in the fast 
lane 


"would be shooting Multi-Ball 
around the next turn or driving 
ealscar in Video Mode 
stimes, the great escape comes 


r3 


Three tr; gnals per play field have 
three La Hit the same fights on each of the 
three traffic signals Once theLock Lit sign 
fleshes, send a ball to the Hideout 


sides of the lower pat of the play field to actr- 


vate the Kickback bumper 


MULTI- 


To start the Supercharger, send the ball up the 
center laft ramp After reaching fourth gear, you 
can score millions by sending the ball through the 
Supercharger loop repeatedly 


trickis to resp ten away from the drains, so 
make sure Kicl 
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trademark of Frank 
Thomas and ıs licensed 
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BASEBALL 


Think you're ready 


for the big show? 


Then check out 


THE BIG HUR? 
JE BIG HURT 
» Acclaim and the American League's 
Acclaim's ultra  ; ) two-time Most Valuable Player, 
Frank Thomas, turn in all-star per- 
realistic new formances with Big Hurt Baseball 
Would-be Buck Showalters can hone their 
Game Boy title. management skills by sending in a pinch- 
hitter and getting a reliever up in the 
Packed with bullpen The sophisticated pitching 
engine allows you to control the loca- 
tons of Options, — o and speed of eight different prich- 
es. Some gamers might complain about 
Big Hurt Baseball the lack of a two-player mode and 
Super Game Boy features, but those are 
is guaranteed tO minor flaws when set beside the 
game's many strengths You can play a 
give you a big full season, championship series, All- 
Star game or exhibition game So what 
wow! are you waiting for? Batter up! 


You d better know your strike zone 1f you want to 
play in Quick mode, when every batter starts with 


@ steno rower twostrkes 


FRANK THOMAS 


j 1 tirgi E! pr] 
Y OPTIONS TAKE I 
a A " 
s sure to give even the most diehard — When batting, you'll have to 
fan a greater appreciation for the intricacies of the — ter's box and whether, a swing foi 


(Same. Before every pitch, you'll have to make a truck- tact Base-running: oj include 
d jons about pitching and fielder positioning lead, stealing and rundo™ 


DEFENSE 


Back up your pitcher with flashy glove- 
work, Carefully track the ball on the 
fielding radar, then leap or jump for 
tough-to-get balls, When a runner is 
already on base, you'll have to decide 
quickly where to throw the ball, Even 
before the ball is pitched, you can limit 
possible damage by keeping runners 
honest with your pick-off throw, Things 
get even tougher if you decide to switch 
from the default Pro difficulty level to 
All-Stars! 


Wily pros know that you steal on the pitch- n TM Ty! MS une 


s 8r,notthecatcher, so don tlet a runner tar hit a sinker ball specialist 


with larceny mhis heart take a big lead T 
Keep him honest by frequently throwing to AM rome Pate hen yo al 


his base 
GRAB 
THAT BALL 


OFFENSE 


Think of Big Hurt Baseball as a hand- 

held coach on the inner game of base- 

ball. If the infielders move in to double- 

play depth, try to push a grounder into 

the hole between first and second. 

When facing a pitcher with lousy stuff, 

give your sluggers the green light to 

swing for the fences, Your toughest job, 

though, may be learning to lay off balls. 
In Auto-Fielding Mode, the Col Big ee Ro pis pou d. woth fys In the dust by dashing 
player to the ball, but it s still up to number of balls, strikes and outs, indi- @Position Press the A and B 


to the right base In Manual Mode, you can Ted cated by B, S and O, Buttons and the Control Pad toward the base 
and dive for balls you re headed for, thenpress Start 
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How many times have you complained about a player pulling a bone- 
head move that cost a game? Well, it's time to step in the batter's box 
and face the chin music. Don't jump into the playoffs or else you'll 


have your batting helmet handed to you on home plate. Instead, get in c * mern — 
some raps in batting practice, then try an exhibition game, Thanks to all the Bk 211 E 
stats in Big Hurt Baseball, it won't be tough to choose a weak team as your first 5, BOSKIE Ex) 
opponent Don't worry if you lose your first few games, Even the Big Hurt him- à IE [] HE Fa 2 9 
self didn't become an MVP overnight! $e 


ARE YOU GAME? SEASON THE PLA YOFFS 


if youhaven't * 
“i piayeda season, 

‘you get to pick one 

team The system 


Start off by playing exhibition 

games or an All-Star matchup, 

then move on to a full season and 
the playoffs Big Hurt Baseball has 
no provision for injuries, but it does down- 
grade the effectiveness of pitchers who 
haven't had enough rest. 


selects the other 
seven teams and 
the matchups 


The season can last 13, 39, 52, 144 


Be J 
ALL-STAR GA ME pic cupere] 


standings Big Hurt Baseball uses 
thenew divisional format, 


EXHIBITION 


Youli get creamed in the regular 
season unless you ve practiced in 
exhibition games Go to Harsehide U 
by picking any two teams 


Play the midsummer 
classic in midwinter 
Or, pit the National 
League's best 
against themselves 
or the AL vs the AL! 


MANAGE FOR SUCCESS 


Shrewdly using your bench and bullpen often can 
| between winning and losing Send in a pinch-hitter in dl 
be careful that you don't weaken your defense Relieve 

ters, but don't bring in your closer too early Bring in oul 
ters, then move it back when a slugger comes to the plate Foftum 
Baseball has a battery backup to save the game when you're interrup' 


IN A PINCH RELIEF SPELL 


Your starting line- 
Le Keep track of your pitcher's velocity. 
^ Sonus halia for When he starts tiring, tell a reliever to 
Tie warm up in the bullpen. A tired pitcher 
your bench has an efficiency rating below 99 per- 

i cent. You'll want to make sure your aces 


get adequate rest 


POSITION YOUR < Eo 
FIELDERS 


Big Hurt offers : ] i| Phe bo SIS 
180 possible 5 


defensive setups EM onn 
Youcanputona P | l 

shift, move field- 
ersmorout,and bulpenuntihe 
EN ECT TIE registers W, or 
late innings indi 


cates tired. 


@ NINTENDO POWER 


IT'S.SWING TIME 


oan 
mm. 73 find Big Hurt's batting 


If you don't 

Want the moundsmen to burn a hole in 
Your Bat, limber up your lumber by tak- 
ing batting pfa@lice You can select any pitcher 
hitter You can also choose which kind of 
iu want to get, but you can't choose tts 
myelocity, Hey, the Big Hurt doesn't 


especially challenging. 


5 


= 
loca 
want to 


GO, MAN, GO! 
3 " Heads up! Brainy baserunning 1s 
tv ning and taking the collar in Big 
Hurt Baseball Hitters automatically 

advance only if forcéd by runners behind 

them After that, it's all up to you! You'll 

the base where you want them to go It 

sounds complicated, but once you get the. 


tke it too easy for you! 
often the difference between win- 
dash to first, while runners on the sacks will 
have to select each runner manually and 
knack you'll find it's quite easy 


£ g Clear the field. The biggest 


FRANK THOMAS BIG HURT BASEBAL 
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Don'tforget 
Ao practice 


your bunting 
You can 
squeeze a 
Tunner across 
the plate by 
dregging a 
bunt down 
the first base 
line 


READ YOUR 
RADAR 
While the screen tracks a ball in play, a 
small diamond indicates where the run- 
ners are. You'll have to react quickly to 
force a run- 
ner out of try 


for an extra 
base. 


LEADING OFF 


and the Control 
Pad toward the 
seyoure on 
" par. 
Gay the picka 
ZU] throw, though.. 


= sluggers in the big Shaw 
p are swaggering to the 
plate! You can pick squads of 


WE HAVE IGNITION 


As long as you keep hitting them out, you can 


five hitters from each league, but you can't 

a pitcher or control pitch selection Don't wok 
The pitcher ts most obliging, serving up fat, juicy ones 
tight over the heart of the plate 


stay at the plate forever. However, make ten 
swings that don't produce a round tripper and 
you're outta there. It doesn't matter if you 


American 
Fa * nomas 
r 
fi: Belle ^" 
» Vaughn 
M: Ramirez 


National 


€——À 1 


= 
COCO man ENE: 


a Sosa 


D 


AENEON OMEN 


whiff or hit a bullet off the top of the wall., 
They're all con- ^ Y amanenn 
sidered outs, 


UPPERCUT 


Push Up on the Control Pad 
whde swinging You don't have 
to he arocket scientist to fig- 
ure outit's the only way to 
reach escape velocity 


TUY 
(= 


ys 
4 


= 


Switch to CPU mode, 
(s then sit beck end 
wetch the geme's 
: top sluggers pelt the 
pill out ef the park. 
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hile tt does take a considerable 

amount of time to set up or 

sweep a minefieid, there are 
several factors that contribute to the 
length of time your engineer units spend 
on a misson Unit morale and fatigue lev- 
els, as well as the Leadership and 
Experience Levels of the Division 
Commander, have a direct impact on the 
time it fakes the unit to get the Job done 
It also takes longer if the enemy is nearby 


here are various aspects to con- 
sider when takmg on a tough 
enemy Review your enemy's 
statistics and compare your fire power 
Are the units evenly matched? Will your 


We np m om pu m 


(4 72 40 91 57 


Are you tough enough? Check out the latest 
intelligence reports on the target units 


Q NINTENDD PDWER 


its important to fortify strategic defense 
points with mmes, but depending on the 
umt, this process can take up to three turns 


WHY SN'T THE ENEMY TAKE MORE DAMAGE? || 


infantry get torn up beneath the treads of 
advancing armor? Check your weapons 
prior to combat Damaged weapons are 
easier to destroy Examine the statistics of 
your ieaders Weaker generals are noto- 


Weapons require maintenance after combat 
Use your supply units to fix your armaments 


OPERATION EUROPE 


HOW LONG DOES IT TAKE TO 
MINE OR MINESWEEP AN AREA? 


P. ^w 


Scott Callahan 


Vibe wa attatben 


Make sure your engineering units are in top 
notch shape by allowing them torest and 


assigning astrong, talented leader 


nous for tactical errors on the battlefield 
Also, check the historical siant of the 
scenano you're playing Axis troops are 
stronger in the early games and grow 
weaker as the war progresses to 1945 


coms Bp 


Youll pay dearly for leaders who can t make 
winning decisions in the heat of abattle 


HOW DO | USE THE DEFLATING 


EE 


he red balloons in Stages 4-3 and 
T 4-7 are a handy means of tem- 

porarily getting high above your 
troubles on Yoshi's Island. jump repeat- 
edly on the accordion-shaped air pump 
in order to infiate the balloon Many 
players forget to fill up all the way before 
they sputter off into the sky, and end up 
deflating shortly after take-off. Stomping 
on the air pump inflates the red balloon 
twice as fast Bon voyage! 


Inflate your balloon completely with the air 
pump This allows you to stay aloft longer and 
collect all tha rad and yellow coins in the sky 


You can inflate the balloon twice as fast if you 
stomp repeatedly on the air pump Unlike real 


inding the key to reach the Mint 
F Battle in Stage 6-1 Is a no brainer, 
but the tough part is getting up to 
the locked door Directly below the door 


What's up with this falling seed? Giva rt some- 
thing to grow on and rise above your problems 


Xtra Stage 4 1s named "The 
E Impossible? Maze,"but it doesn't 
take much more than a dinosaur 


brain and some patience to get through 
the level Don't stomp: on the crates The 


Push these crates along with the currant, not 
against it Use the boxes to reach high places 


15 a winged cloud containing a seed, but 
whenever you hit it, it falls off the screen 
Stomp on the gnarled stump before you 
activate the red platform If the stump is 


Pound down tha stumpto make the red plat- 
formaxtand across the hole in the ground. 


key to getting out of the maze is to use 
the crates as a series of stepping stones to 
reach the higher drainage openings. 
These openings lead to another crate and 
anew passage Push each crate along the 


It's a matter of standing on the next three 
cratas once you climb up into this pipe portal 


removed, the platform grows across the 
pit, giving the seed something to grow 
on. Climb up the fast-growing plant. and 
open the door to the Mini Battle! 


If you did averything right, a plant grows sky- 
ward to the door and the Minr Battle room 


waterways until you find another hole If 
you enter and exit the right pipes, anoth- 
er crate will be waiting for you Use the 
next Crate on a new opening and don’t 
let the Grim Leecher jump on your back 


Its Grim Leecher! Don t let this monkey get on 
Yoshi's back Jump and stomp until he falls off 


he Poyozo Dance spell is one of 

the most powerful triple attack 

techniques in Chrono Trigger 
The White Stone must be equipped on 
either. Marle, Lucca or Ayla Check your 
character's tech levels before you 
attempt the Poyozo Dance. Marle must 
know Provoke, Lucca must have Hypno 
Wave and Ayla must be able to execute 
the Tail Spin attack 


To execute the Payoza Dance, Marle, Lucca or 
Ayla must have the White Stone equipped 


The Payozo Dance grows stronger as your char- 
acters gain experience and increase their ievels 


f any Chrono Trigger players are 

burned when they meet Son of 

Sun. This fiery fiend has over 

2,000 hit points and ıs immune to all 
spells. You can counter Son's attacks by 


One big, burning Chrona question is how to 
douse Son of Sun, a fiery foe in the Sun Palace 


he Black Rock is hidden in Kajar, 
the second town you find on the 
floating continent in 12,000 BC 


Many players miss the rock because 
Kajar disappears once the Ocean Palace 
Is destroyed Inside the town of Kajar are 


NS = 


a Ae. 
The Black Rock is in Kajar m 12,000 BG. Kajar 
disappears when the Dean Palace is destroyed 
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equipping the Red or Ruby Armor and 
castng Haste on your party members. 
The smaller flames rotating around Son 
are the only chinks in his hot armor 
Keep hitting the small flames until you 


Get some San of Sun pratection by equipping 
the Red Mail, Red Vest or the Ruby Armor 


a trio of elemental magic books You can 
open a secret door if you open the books 
In the following order Water, Wind and 
Fire The Water Magic Book is in the 
upper left corner of Kajar, the Wind is in 
the lower right corner and the Fire is on 


A secret daar appears f you apen the books in 
the following order Water, Wind and Fire 


find Son's weak spot Occasionally Son 
reshuffles the smaller flames, so you'll 
have to keep searching until you find his 
weak spot again. Keep your party healthy 
by casting Cure 2 and Life Spetls 


The trick to beating Son of Sunis to locate and 
strike the small flame that :is his weak spot 


WHERE IS THE BLACK ROCK: 


a table in the middle of town. When you 
walk through the secret door you find a 
fuzzy creature that turns into the Black 
Rock The Black Rock allows Marle, 
Lucca and Magus to evoke the Dark 
Eternal triple technique attack 


is insidet 


Once equipped, the Black Rock delivers the 
powerful Dark Eternal triple attack technique 


9 ASTEROIDS/ AI 
MISSILE COMMAND 


WHEN DO I GET A BONUS CITY? 


W ou receive a Bonus City district 
gf cach ume you accumulate 
™ 10,000 points in Missile 

Command. Even if you are wiped out 

during an attack wave, you still win a 

Bonus City and move on to the next 


stage whenever your score clears a 
10,000 point increment. Set a point goal 
before you begin each stage and go for it 
The game never ends as long as you 
have a city leit to defend 


Whe key to surviving in the asteroid 
field is recognizing and prioritiz- 
ing your targets If you can wipe 

out the most dangerous elements on the 

screen first, your chances of survival 
ow 


Make space in space! Priontize targets and 
take out the closest and fastest asteroids first 


MORTAL KOMBAT 3 ^ 


: T Can t play as Shao Kahn? 
t No Sorry Nobody on earthıs that evil, | 


G: Is the Graveyard stage m the game? 
£ Nope But if you finish enough fighters you| 
Gan turn every stage mto a graveyard In 
case you're still confused, that's just a | 
) figure of speach No tombstones here, 


Score 10,000 points per stage and you'll stay m 
command forever Take the hrts when you make 
the score Youre automatically in the next stage 


increase dramatically Shoot away the 
asteroids closest to your ship, then fire on 
the fastest moving targets. Take on the fly- 
ing saucers as a last priority While learn- 
Ing to maneuver your ship, keep your 


Saucers are designed to divert attention from 
the asteroids Don't be suckered by the saucers 


BATMAN FOREVER 


l Q+ How can luse the Grappling Hook to chmb 


up floors? 

E Press Select and the direction you want 
on the Control Pad To release thehook, 
press Up on the Control Pad. 


Ü: Which stages contam the Gadget 


, Blueprints? 
: Stage2, Stage 3, and Stage 4. 


e 


Advanced stages multiply your score, making It 
easier to score 10,000 points per attack stage, 
but harder to defend all the cities on the screen 


2 | 


speed to a minimum It’s no fun careen- 
ing backwards into a rock Use the hyper- 
space drive as a last resort While hyper- 
space gets you temporarily out of danger, 
ally warps you back into trouble 


Learning to maneuver in space increases your 
survival chances Don't rely onhyperspace 


P0. Box 97033 ] 


e 
Counselors’ Corner | 
Redmond, WA:93073-973% | 


| 


AYTTI 


DE *.. 


O: When dol get extra lives? 
* Once every 12,000 points in Centipede, 
and once every 10,000 points in 
Millipede 


: Canl play 2-Player mode n Centipede? | 
- Yes, butnotif you'reusing the Super 
GameBoy Youneed two linked Game 

Boys and two Centipede/Millipede 

gemes 
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Soon layers With the best 
ur name in the page: 
ds of gamers can s 
keyword"NOA." 


CHALLENGE £1 


m 
in 


C€-" r 


‘ 
; A TO TH 
BATTLE ZONE! 
r wondered where the 
your house, be ready to. 
ne, your ch 
America. Ev 


VW 


t. The 1996 Arena rolls 
contend with the best 
month, we'll designate an 


ie Battl 
gamers n 
Arena challenge as a Battle Zone Challenge The objectis to 


compete andmake sure that your region is recognizedias many 


was Used as en 
ur region at the t 


ARENA 


+ 
DKC 2 


^ You knew this Battle Zone challenge was 


ur lowest fime and 
@ in Donkey Kong 


coming: à 
highest perce; 


Battle Zone challenges as possible. In each issue we'll po. 

St scores, but where they are coming from Zombies Ate My Neighbors 
is month. Check out the average of the high scores sent 
thenext page 


"LIME! 


and mesin Nintendo Power E 4 Online, When V 


intendo Power Magazine, your outstanding accomplishment will 
the best of thebest America Online subscribers can check out the 


t only the 


, 
CHALLENGE £28 


a 


YOSHI'S ISLAND 


In the Volume 79 Arena, players Were 
challenged to nail 100% in all the areas 
World 3 Obviously this was too easy. 


Country 2: ly's Kong Quest Rumors for some of you egg tossers since we 
Persist that layers can rack up 102%, were buried in photographs within a 
jow fast can they do it? It's time ta week. Okay...FINE Let's see how long it 
record and go for fame and glory. takes you fo get 100% all the areas in 
n best times with the highest per- World 5! The first twenty World 5 finish- 


ntages win four Super Power Stamps. ers with 100% in all of the areas col 
four Super Power Stamps 


ten Zoop mas- 
il! be immortal- 
i Nintendo Power 
erenit enough, pick - 


wer Stamps |^ 
A 


ranky Kohgs need not apply 


ENTER THE ARENA | d 


include your name, address mber Number on the back 
to Md sendin your r one of our Challenges All 


Before you can enter one of the challenges, capture your score on film if 
you are taking e photo of a Super NES, first move your systemnaar your 


to the Challenges (us. 1l must ba raceived nol: in television so you can get a photo of both the system and high score at the 
ary 15, 1996, pu for the Power Stamp prizes The pia: lo sama tme Om the lights in the room, then take a few photos without e 
best complete a Chall receive four Super Power Stamps for usa flash When you are taking a photo of a Game Boy, placaitona flat surface 


- — towards the purchase 


and take the photo using natural light (NO FLASH!) Usu enhance- 
determines the seli E i i kb 


printed scores Addrass yourentries to mant device rasults in disqualification. 
ER PLAYERS’ ARENA | 
BOX 97 


033 E 
REDMONO, WA 98073- E 3 u 
NINTENDO POWER dh 


g 


the last day be: 
the West s domination 


White North? 


A 


Chris Tang Sunnyvale, CA 9,059,830. 
J. Donoghue/Will Tucker Panama City, FL 1,11 110, 
Nick Sendelbach Tempe, AZ 694,434 
Jason Ravera Baltimore, MD 606,160 
Luke Rogers Portland, OR 519,134 
Casey Foster Bothell, WA 
x Drew Hibbard Quincy, IL 
4 Enc Ridgeway Oak Forest, IL 
4 Enc Stuecheh Overland Park, KS 

4 Nick DeNova Paterson, NJ 
Tim Buisker Freeport, IL 
Brett Greenfield Wheaton, MD 
Roy Miller Littlerock, CA. 
David Abramowitz ON 
Brian Seide ^ m. 


The West Coast had the highest average 
topscore this month for Zombies Ate My E. 
Neighbors, with a solting 1,777,360 averagel © re p 
Chris Tang, from Sunnyvale, California , = AI 
turnedin a AME score of 9,059,830 on 
ore the deadilne to secure. 


Battle Zone The East Coast remaneda 
distant second, followed by the Central 
states What's up with Canada? Did the 177 
Zombies get all the playersin the Great 


Å 
{ 
of this month's a 


BIES AT 
EIGHBOR 


nap 
> 
1 AVL Memory Size 


Dragons and heroes collide in one of the 
biggest fantasy RPG sequels ever. 


Breath of Fire Il combines 
all the ingredients for an 
epic, RPG brew Players 
explore new lands, battle. 
evil creatures, help inno- 
cent bystanders, equip 
themselves with exotic 
weapons and armor and 
solve riddles. It’s all in a 
day's work for a fantasy hero. In B-O F il, you play the role of 
an orphan who sets out to find his past and his destiny Small 
quests lead to bigger missions with parties that include up to 
four characters. In all, the hero journeys with eight characters 
including. Bow, his half-canine best frend, the winged 
princess of Windia, a cat woman and a frog warrior. An excel- 
lent battle system should make B.O.F Il easy for veteran cam- 
paigners and RPG newbies alike One unique aspect of the 
game involves Township, a village that you actually create by 
bringing people you meet from around the world to live there 


MULTI-PLAYER 
ALTERNATING. 


ULTI-PLAYER 
SIMULTANEOUS 


JANUARY 1996 


S 


In Township, you may build shops and items that won't be 
found elsewhere and characters who perform marvelous 
magic such as combining attributes of your party members 
RPG fans won't want to miss our introduction to B O F. Il in 
this month's Epic Center 


Good battle animations Excellent battle mechanics Innovations 
+) such as Township. 


@ Poor English translation 


-Playmates 

“December 1998 

.24 Megabits 
The toughest worm in the universe has lost his 
true love and it's up to you to win her back. 


Playmates' Earthworm Jim 
2 picks up where last 
year's game left off with 
unabridged — wackiness 
and creative game play 
that will leave players 
rolling on the íloor. The 
worm who transformed 


BAT ACKED GAME SUPER SUPER 
MEMDRY LINK GAMEBOY FX 


Q MNTENOO POWER 


simply by crawling into a space suit must track down Princess 
What's-Her-Name who has been snatched away by jim’s neme- 
sis, Psy-crow Rich graphics with slap stick animation give Jim 2 
a classy look, and the play control has been improved from last 
year's Jim. With gross toys, splattering puppies, Granny-riding 
and more in the ten types of stages, jim 2 walks a fine line 
between idiocy and insult, but it's always entertaining So throw 
out your fishing hooks and join up with Jim in our in-depth 
review this month 


2 Off-beat humor Excellent graphics and sound Lots of variety 
Improved play contro! from the original 


(=) A little uneven Some stages are very simple and others are very 
tough The humor may not be for everyone 


The original side-scrolling street-fight- 

ing game returns. 

The Gearheads may be gone, but the mean streets of Metro 
City never looked so dark The Final Fight series from Capcom 
returns to the Super NES with two new characters and a spe- 
cial automatic play mode in which you can clean up the 
streets with a computer-controlled partner. The format of the 
game hasn't changed from previous Final Fights You still 
punch, kick and use super moves to defeat street thugs, but 
the graphics have taken a step up, especially in some of the 
backgrounds, check out 
the Chinatown stage As 
for the game play, two 
new characters with 
new moves add to the 
fun and variety. For a 
lesson in street fighting, 
turn to this month's 
Power review. 


DHOOZOOG TM 


9 Good graphics New characters Lots of Continues 


[-] Alis simple, and the challenge isn't what it could be 


FRANK THOMAS 


BIG HURT BASEBALL 


eb ubi 


Welcome to the small show. Major League 
baseball goes on the road and in your pock- 
et with Frank Thomas Big Hurt Baseball. 


The Game Boy version of Frank Thomas Big Hurt Basebail 
doesn't do anything incredible, but once you pick it up, it will 


Acclaim 
«December 1995 
.4 Megabits 


be hard to set it down 
again. The game con- 
tains virtually all of the 
options found in the 
Super NES Big Hurt 
game—everything 
except flashy graphics It 
also contains one of the 
best pitching engines for 
any video game, full season-end rosters, plenty of defensive 
options and, most important, a real feel for the game of base- 
ball. From the graphics on the diamond vision screen to the 
animation of batters waiting on deck, this little game does the 
Big Leagues proud Don't miss our Game Boy review on Frank 
Thomas Big Hurt Baseball. 


(+) Excellent pitching control One of the best sports titles for Game 
Boy 


(=) No Super Game Boy enhancements 


„Williams Entertainment 
„December 1998 
.2 Megabits 


& Company.. 


What happens when you combine high speeds 
with pinball? The Getaway from Williams. 


The Getaway looks like 
a pretty normal pinball 
simulation when you 
first plug it into your 
Game Boy, but this Pak 
packs a few surprises 
The biggest surprise 1s 
the video mode. 
Suddenly, you'll find - 
yourself out on the highway, steermg a speeding car through 
traffic As long as you avoid crashing, you can wrack up the 
points It's not hard to earn specials, either, such as multiple 
balls, extra balls, and bonus scoring opportunities If you want 
to make a clean getaway, be sure to turn to this month's Take 2 


o Interesting variety High scores Fast action. 


(=) No Super Game Boy enhancements No saved high scores 


JIMMY HOUSTON'S 
BASS TOURNAMENT USA 


I Company... 
Am. Release Dat: 
x Memory Siz: 


The bass fishing craze on Lake Nintendo 
continues with this Super NES angler from 
American Sammy, 

Yes, we've seen all sorts of bass games, fat ones, skinny ones, 
ones that play like rocks. But the latest basser mixes features 


December 1998 
12 Megabits 


vmes @) 


from some of the best to 
arrive at a challenging 
tournament-based game 
with a fast learning 
curve. Award-winning 
bass man, Jimmy 
Houston, takes you out 
| where the big mouth 
| bad boys of the bass 
world hunker down in 
the reeds You'll visit real bass havens such as Lake Santee 
Cooper in South Carolina, Lake Seminole in Georgia, and 
New Hampshire’s Lake Winnipesaukee, which is as much 
fun to pronounce as it is to fish. Unlike many of the recent 
fishing games, Jimmy Houston's Tournament doesn't have a 
bass-cam for spying on the fish. Even though the view 
remains above water, the action below the waves is intense. 
Fighting the fish requires patience and some skill in Jimmy 
Houston’s Tournament. The player must keep the tension 
below a peak limit, but you can extend that limit by loosen- 
ing the drag Tournaments begin with an easy one-day affair 
and progressively become harder. Your tackle box contains 
plenty of lures for almost any condition 


Q Easy-to-learn, but tough to master Fairly realistic play. 


MARK DAVIS’ 
THE FISHING MASTER 


me! Company.. 
ae Release Date 
~ ~ Memory Size 
* 


More fun with ba 


C 


erp t . 
Natsume adds to the parade of bass tournament games with 
this simplified offering for beginners. The process of catching 
a lunker won't seem so tedious (or realistic) once you've gone 
fishing with Mark Davis. Maybe he just has a way with fish or 
maybe it's the programming, but catching bass in The Fishing 
Master is like picking fruit off a tree. The Fishing Master sim- 
plifies the process in 
| several ways First off, 
you're limited to just a 
few areas where you 
can fish, and you 
always end up facing 
the bank from about 
twenty yards away 
* Second, once the lure is 


in the water, the fish will bite if there are fish anywhere in the 
area. One button sets the hook and you reel in your catch To 
add to the tension and excitement, approximately one out of 
four fish wriggle off the line The split screen shows both the 
angler and the lure until the fish is hooked, then it switches. 
back to the above-water-view Before heading out onto the 
lake, you can stock up at the bait shop with the latest in tempt- 
ing bass chow 


Q Nice and simple You don't have to wart hours for a strike 


So simple it's mindless Anglers will find very little of challenge or 
interest Weak graphics Annoying sound 


Company... „Playmates 
= 2J Release Date......November 199S 
WORD Memory Size.......16 Megabits 


" 
The Doom Tro 


step out of the c 
I I! d despe 


Planet hopping throughout the solar system, Mitch Hunter and 
Max Steiner, the Doom Troopers, stand alone against the alien 
menace threatening to destroy humanity In Mutant Chronicles, 
Playmates has put together another winner, especially if you 
love lots of action along the lines of the Contra series. In Mutant 
Chronicles, one or two players charge through heavily defend- 
ed stages toward the 
level-end guardian, hop- 
ing to have an ounce of 
life left at the end. Good 
luck. The action is bru- 
tal, both graphically and 
in the onslaught of the 
Dark Legion soldiers. 
The Wimp mode gives 
impatient players an eas- 
ier option and the passwords reward players for sticking tt out. 
Your survival course begins with an automatic rifle and limited 
rounds of ammo. It’s supplemented by a powerful missile 
launcher with even fewer rounds Power-ups of all kinds can be 
found along the pathways of the four planets and secret bonus 
areas hold treasures of ammo, power-ups, and 1-ups. We intro- 
duced you to this game last month, but this month's full review 
shows you the way with full maps and guardian strategies. 


Excellent layout, play contro! and challenge Good graphics. Lots of 
Q fun Two-player cooperative mode 


[-] Goregalore with lots of loose heads, limbs and geysers of blood 
{Although the game is tough, you want more of it.) 


Qi ow 


BATTERY-BACKEO GAME SUPER 
MEMORY LINK GAME BOY 


& E ina 


TPLAYER — MULT-PLAYER — MULTI-PLAYER PASS- 
MODE ALTERNATING — SIMULTANEDUS. WORD 


Be 


SUPER 
FX 
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PGA Tour '96 covers a gamme 


lot of ground including 
five golf courses and a 
host of options such as 
tournament, practice, 
match and slans play 
You also have a shoot- 
out option and a driving 
range and putting green 
for honing your game The tournament courses include 
Avenel, Las Calinas, River Highlands, Sawgrass, Scottsdale, 
Southwind, Summerlin and The Woodlands. The swing meter 
control is the same as in the original game from EA Sports. It 
works well on the fairway, but not so well on the greens. The 
new SA-1 chip was used for accurate tracking and scaling of 
the ball, but the graphics don't show a marked improvement 
over non-enhanced Super NES games You can join the 
gallery this month when Sports Scene plays a round with PGA 
Tour '96 


[5 Lots of course vanety Good play options Many of the pros are in 
the game 


(=) Poor putting control and perspective on the greens Slow access 
times. The wind exerts too much force on the ball and changes 
direction wildly Slow tournament play 


REVOLUTION X 


Company... 
Release Date 
Memory Size 


y loud 


Aerosmith rocks 
on, even though 
they've been kid- 
naped right off the 
stage But the show 
must go on, and 
who better to track 
them down through 
a hailstorm of lead 
than you? Well, 


maybe the FBI, but they Atay t appreciate rockers the way that 
you do. So, taking the law into your own hands, you grab the 
nearest weapon and start blowing away everyone who looks 
like a fascist, anti-rock pig This is the ultimate game for going 


postal. You shoot and then shoot some more You also throw 
CDs and get items and power-ups. The biggest innovation in 
Revolution X, however, is not in the music or the amount of 
blood splashing from the hundreds of dispatched thugs The 
big innovation comes from how the game scrolls automatical- 
ly, pulling you along as if you're on a theme park ride. Granted, 
you're shooting the whole time, but sometimes you're moving 
forward and other times you're moving sideways At the end of 
the stage, you don't move at all until you blow away some 
1mpossible guardian. This month, Nintendo Power gives you 
all the ammunition you'll need to rack up monster scores in 
Revolution X. 


o Good Graghies and music True to the arcade, especially if you play 
itcranked 


(=) Theriffs are repeated toc often Endless shooting without enough 
variety. 


Shaggy and Scooby Doo quiver and quake through a series of 
spooky mysteries with their friends Velma, Daphne and Freddy 
If they're brave enough, players solve mysteries by finding vital 
clues scattered. throughout the stage and returning them to 
Velma When the heebie- 
Jeebies strike, — find 
Daphne and gulp down 
one of her spook-proof 
Scooby snacks for some 
instant courage Unlike 
most games, Scooby and 
Shaggy don't lose energy 
or health when struck by | 
an enemy, they just lose 
courage on the Frightometer In addition to finding clues, your 
bumbling heroes must gather up all the pieces that will be 
used in Freddy's villain traps. You may also have to hunt down 
your friends when they are kidnapped by baddies Although 
Scooby is played as a Bllsorol'n game, the layout of the 
areas includes passages 
that lead into the back- 
ground or foreground, 
giving the game an ele- 
| ment of exploration 
Scooby Doo fans, at 
least the younger ones, 
won't want to miss this 
month's Scooby review 


Livas x 2 e 
an meer { 


[4 Graphics realy look like the cartoon Some innovative game ideas. 

Passwords 

[-] Play control isn't sharp Not very challenging Definitely a game for 
younger players 
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Can one of the most popular comic book 
heroes of the nineties make the leap to 
video games? You call it. 


Company... 
Release Date 
Memory Size. 


Todd — Mcrarlane's 
Spawn comes to 
electronic life in 


Acclaim's Super NES 
game. Spawn bor 
rows from both tour- 
nament fighting and 
scrolling street-fight- 
ing genres by com- 
bining a scrolling 
fight style of play with light and heavy kicks and punches, 
plus special moves. Cinema scenes between the action 
stages present a comic book tale of crime and danger in the 
Big Apple. Spawn takes his special brand of crime fighting 
to the thugs with a great assortment of moves, including 
slides, spins, drill kicks and blocks 


oO Good graphics and lots of moves 


9 


Inspite of all the moves, the game really doesn't offer 
anything new ar challenging 


„Nintendo 

„January 1996 

„4 Megabits 
A puzzle blast E blows the top off of 
teditional Tetris. 


Think of Tetris Blast as a variation of the world's best-selling 
puzzle game, Tetris. It's just as good as Tetris, but it has an 
extra spark. In fact, it packs quite a bang The small bombs 
implanted — within 
the tetrads fuse 
together when four 
of them are touch- 
Ing, becoming a 
giant bomb When a 
line is filled, the 
bombs in that line 
blow. If you have a 
giant bomb, rt will 


TPLAYER 
MODE 


MULTIPLAYER 
ALTERNATING 


MULTI-PLAYER 
SIMULTANEDUS 


PASS- 
WORD 


blow away tetrads on other lines, clearing more of your 
screen. The trick is to blow up huge chunks of your screen all 
at once. 


+) Excellent play Two: player option Very fun and very addictive 
(=) No two: player Super Game Boy option 


55 


Command futuristic weapons in 25th 
Century warfare. 

Humanity is at war with an equally matched and determined 
empire of genetically perfect soldiers led by the Crome, Orcs 
and M.A R.S. The genetically engineered troops stand poised 
to wipe out humanity, but there is hope, because you have 
been put in command of the human army. This strategy war 
game borrows heavily from hex-type games in which players 
move individual units around a map, looking for strategic 
advantages In War 2410, players fight 20 battle scenarios in 
which each side has limited units. The road to victory lies in 
your ability to create 
musmatches between 
units and to bring your 
long-range guns into 
play effectively As the 
game progresses, you'll 
be given new types of 
weapons with a variety 
of attributes Terrain 
also plays a significant 
role. Each stage features a new map. Maps may contain cities, 
where your units can be repaited, mountains upon which 
your units may have a tactical advantage, deserts, forests, 
mine-fields, plains and so on. In some areas, you can build 
new units and later in 
the game, air units 
become available War 
2410 isn't for every- 
one, but if you like 
strategy games without 
having to worry about 
lots of details, War 
2410 may be the per- 
fect game for you. 
(+) Simple rules of engagement and interesting tactics 


WAR 2410 


Company .... 
Release Date. 
WORD Memory Size. 


(=) Simple graphics Slow battle animations, Scananos develop slowly. 
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changes color if you hit a different colored block Zoop 
sounds as confusing m 

as it can be to play, 
because the action 
speeds up quickly and 


& 


12 Kilobits 


s you have to react 
Puzzle action comes at you from every almost without think- 
side in Viacom’s Zoop. ing This month's Take 
Zoop for Game Boy ts essentially identical to the Super NES 2 Review has the full 
game except for the color and music. In Zoop, you control a scoop on Zoop 
colored shooter piece in the center of the play field 
Surrounding you on four sides are multi-colored blocks that (+) A very challenging puzzle game 


build stacks toward the center. You must shoot out the stacks 


using colored shots that match the blocks, but your shooter (=] No earring curve between beginenariiexpartilsvels 
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C-Challenge, T=Theme & Fun 


SYSTEM 
KEV 


LIRE ií you like the same types of games as one of our 
Power editors, then check for | aa 


RPGs, Puzzles, Adventu on, Adventures, Puzzles 
* Jeff * Terry 
Action, Sports, Fighting RPGs, Simulations, Sports 
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E- IA ce ra nc 
THE INSIDE ON FUTURE GAMES 


Yr d. 


Capcom, will make its debut for the Super NES any day. In this round of 

robotic bedlam, X finds himself facing the Mavericks and Dr. Doppler's 
reploids once more, but the Blue Bomber gets a helping hand from Zero. The biggest 
innovation in years for a Mega Man game gives players the option to switch between 
the two heroic fighters. That may not seem like such a giant leap for Mega Man kind, 
but consider that this series spans a dozen games on Nintendo systems including 
Super NES, NES and Game Boy. The presence of Zero isn't the only thing to get 
excited about. Capcom bulked up this 16 megabit game with the use of its special 
C1 microchip just as it did with Mega Man X2 last year, The resulting graphics 
often go far beyond anything you've seen before in a Mega Man game. As always, 
the game play breaks down into blasting 
your way through one of eight stages, 
each ruled by a robotic guardian with a 
special attack and weapon. You can 
choose any of the eight stages to 
explore, but it helps to win certain 
weapons before tackling certain stages. 
The stages include construction sites, 
jungle, a futuristic city, a space port, a 
hydroelectric dam, a lab and a quarry. 
In a nice move on the part of Capcom, 
numerical passwords have replaced the symbols of older Mega Man games, 
so you can write them down easily. For action fans and Mega Man diehards, 
it doesn't get much better than this, even if you have seen it before. 


M ega Man fans can start the party. Mega Man X3, once thought canceled by 


y died wie 
pi> AG p» ed; 


(O) MNTENDO POWER 


hook and line 
in a bit, then lei 
reel, run, reel, run, reel. It’s 


ly fun in a mindless, fishy way, 


but the game isn’t all here yet 
so we don’t want to make 
judgement. If any bass 

ut tbere are worried 

is a sign of the 
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EXCLUSIVE FIRST LOOK 


3-D TETRIS 


ne year ago during the Winter CES in Vegas, your intrepid = 
e Watch reporter ran into Henk Rogers, president of 

Bullet-Proof Software of Japan and one of the leading fig- 
ures in bringing Tetris out of Russia to Nintendo. The discussion 
centered on Virtual Boy and how people perceive objects in three 
dimensions. Henk believed at the time that true 3-D puzzles might 
confuse players who tend to think strategically in two dimensions. 
Well, it seems that Henk managed to wrap his mind around the con- 
cept and get comfortable enough with it to develop 3-D Tetris. 
Imagine full, 3-D tetrad blocks dropping into a well. You see the 
shadow of the tetrad on the surfaces below, which helps you align 
the block so that it slips into an open space, When you fill an entire 
layer, the layer drops away just like a row disappearing in the original game. 
Players máy rotate the view to a perspective that they find comfortable and 
choose from Eure optica including one game in which you replicate intri- 


cate shapes composed of tetrads. Tetris _ 
awakened an entire population of : 


latent gamers who picked it up on 
Game Boy and haven't put it down yet. 
3-D Tetris could do the same thing on 
Virtual Boy. Nintendo of America plans 
to bring 3-D Tetris to the Virtual Boy in 
early 1996. 


NINTENDO 


a ee eld atory afa woman sed 
hor racoon. 


EXCLUSIVE BREAKING 
SOCCER ON THE NU 


E A Sports, the leading publishers of sports video 


EA SPORTS 


games, has joined the Nintendo Ultra 64 
dream team, Nintendo and Electronic Arts 
jointly announced that EA will design a special 
version of FIFA SOCCER for Nintendo’s 64-bit 
super system. Our Pak Watch sources here at 
NOA report that early development on the 
game is dazzlingly realistic with excellent 
animation. Design specs call for hundreds of 
international teams and lightning fast action. The 


NU 64 controller should make the play control in 

this (and other sports games) the most realistic for 

any video game or computer system. According to BS 3 

Larry Probst, chairman and CEO of Electronic Arts: Thie Su yorsion of FIFA loaked end played great, 


mey replace the World Cup as the 


"Electronic Arts looks forward to breaking new ground in E. program ae TV. 


sports video game realism by fully exploiting the Nintendo 
Ultra 64's capabilities and creating a version of FIFA Soccer 
that will make players feel like they have been transported to 
the center of the stadium.” Sounds good to us, but we'll have ( 3 
to wait until the 1996 holiday season for this title, Y " 


he weapon of chi 
for battles in tight plac 
Boy Cutthroat Island, 


CutThroat Island interesting is that you have 
you'll be one of the greatest swordsmen or swori 
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fanatics 


CENTS reports 
Super NES X-Banders are 
spending about half their 
time on Kl. The Killer 
Tournament will last for two 

weeks with the winner taking 

home $500 dollars and a 

guest-of-honor spot on a live 
Nintendo Power Source audi- 
torium event coming up in 

1996. Now there are two reasons for 
you to get connected. 


Super Game Boy isn't always the answer. In the case of 
NBA LIVE "96 from Black Pearl, the Super Game Boy 
option looks terrif- 
ic, but the regular 
Game Boy option 
plays much better. [I 
The final version of 
ihe EA Sports title 
contains most of the 
features found in 
ihe Super NES game 
including Exhibition 
mode, Season mode and Playofís with all the NBA teams 
including the expansion Raptors and Grizzlies. Game 
options include substituting players and choosing offen- 
sive and defensive strategies and match-ups, plus a very 
cool coaching option. Even with all the excellent goodies, 
though, the Super Game Boy version is slow and has 
problems with the graphics breaking up. On Game Boy, 
the speed and graphics seem to have fewer problems and 
you still have all the great play options. 


It seems that several titles from Titus will make if to 
market this month after lengthy delays. Our sources at 
Titus told Pak Watch that an infusion of cash and a new 


CO) NINTENDO POWER 


commitment to the American 
7] marketplace have been 
made by the parent compa- 
j ny in France. As a result, 
| Prehistorik Man, Ardy 

Lightfoot and Sink Or Swim 
will be reiecit beginning in January. Much of the 
change has to do with Joe Morici, formerly the preside 
of Capcom USA, who was 
brought on as a consultant 
and who may take over the 
reigns of Titus in the States. 
The three games to be 

eased have been covered 
ly in Power and all 


at the Nintendo evaluation center in 
3 Redmond and Ardy Lightfoot 
has good graphics and play 
| control. Sink Or Swim 

0 les TIROL action 
as you 


Vikings, was received at NOA several months a 
approval, but Interplay hasn't ordered producti. 
yet. What gives? 
Marketing strategy. 
Interplay wants to 
introduce The Lost 
Vikings II on several 
platforms all at 
once. So, even 
though the Super 
NES version is fin- 
ished already, fans 
will have to wait until later in 1996 for the release of the 


Acclaim has buried treasure somewhere in the Florida 
Keys and you could be the swashbuckling hero to dig it 
up. The Cutthroat Island sweepstakes challenges players 
to find five treasure chest symbols in the game. If you find 
the symbols, you'll reach a secret screen containing three 
questions about the game, To enter the contest you must 
answer the questions on the entry form (found in the 
manual) and send them into Acclaim. The grand prize 
winner and a guest will sail the Keys in a treasure hunting 
ship, discovering pirate booty and gold. Sound good? 
Nintendo Power can help. We'll cover Cutthroat Island 


TREASURE CHESTS ECOLLEÉTED. 


TT 131 


TEL CHEZTSZ CUBLSETEN 


FROISE S META TO ÜCülDiHUM- 


THO ROLLS QNI HASS MASTER Il SPNINH 'HH 
CUTTNNOAT ISLANO WINTER 'HH 

MANNOYLEH WINTER '56 

THE LOST VIKINHS It FALL '56 

MAUI MALLARO SPHINN ‘SH 

MENA MAN X3 WINTEN "HH 

OLYMPICS SPRINN ‘HG 

PHA EUNOPEAN TOUN WINTER 'S6 

PINNOCNIO SPHINN 'SH 

POCANONTAS SPHINN ‘HH 

i ie NOAD RASH HPHINN 'HH 
Interactive SUPER MAHIO HPH SPHINN "HH 


Game Boy later this year. 


In November of 1995, Nintendo set a milestone (or per- 
haps it should be called a billion milestone) when it 
shipped its one billionth Game Pak. The one billionth Pak 
met the media at Nintendo's North Bend, Washington 


warehouse where product is shipped out to retailers MIHNTY MONPHIN PO WEN NANHEHS WINTEH "HH 
around the country. If you want a stupid numerical WESTEN'S FUNK Y HOWLINM WINTER 'SH 
comparison, assume that the average Nintendo game 3-0 TETHIS WINTER "96 


takes four hours to play (which is way short) then it VINTUAL FINNINN WINTEH 'SG 


would take more than six hundred eight-four thousand 
years to play one billion games. Mind you, that's not 


NNA LIVE 'HH WINTER '96 
NNL 'SH WINTEN 'HG 
POCANONTAS WINTER "HH 
TOY STONY WINTEH "HH 
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|- SEE THE NEWEST GAMES. Ai "T gh. 
` PLAY THE FUTURE HITS. BE A : 
PART OF GAMING HISTORY. - 


4 ( Grand Pr Prize Y^ Pn z: 


. GOTOEiNLOS ANGELES! [| ~~ 

ATTENO THE LARGEST | 

_INTERACTIVE GAMING EN 
TRAOE SHOW IN THE WORLO! | - 


e Check out ail the games for ~~ f 
0 wii cie oaie "This show is NOT. open 3 the | 
k^ pubiic. You can watch il at 
E mire. You cent gel home on the news or you can 

“@ iingte with industig insiders t, live the experience with 
|. - and mix with the movers and: - ` Ninh nom P ei i iain 
^. -shekersi. pe 
Y © Hear the news as it breaks! 


(82). murenoo power 


- (Second Prize ) 5 Winners í 
Exclusive en = ie 
Press Kits / 


cu = tae the 


Review the hottest news, the raw data, aii the 

information. Know the whole story behind the 
- latest developments In eiectronic entertainment - i 

from the Power editors perspective. Plus, pick jw: 

up a few grab bag Medis w we Fanie even [ain entribs, By i9 

mention yet... Fia rige 


| i = A : — n 


ES uiii. E : 
inren 0. s r rere TE Ta tour. Thè 
Power . . EN 1 
T-shirts | 


Lonk like an : 
industry insider! 


Coming Next Issue........ 


Volume 1, February 1996 


The mighty Mega Man returns for another riveting story af mechanized mayhem in 
Mega Man X Read about Zero, the Blue Bombers new partner In the February 
issue of Nintendo Power Magazine. 


Snpur NES 3E F nal Fantasy i 35 Morul Kenbat 3 114 Super Pinch Ou 
3$ Foal Fontesy Il TENBAGWe nGo ‘15 Super RRi Basoball 


7 Bonen Black Bass wath Hank 46 lason ol Gmo 53 NHL ‘36 122 eins K Dr Mario 
fint 47 Indiana Jones Growtest Aventuras — 84 NHL Stanlay Cup 323 Tny Toons Wecky Spa te. 


14 Srutal Paws ol Fury 54 K ng Arthur & The Koxihts of 9f Primal Foge 130. War 2410 
F Bust A Move Justice: 32. Nevalulion X 131, Weterwerld 


27 Daam Troopers 55. Mego Man x 103 Stor Tek Dap Space Nine 
28 Drag The Broce Loa Story ‘SE Mego Man X2 105 Stor Tok Slat Feel Acadamy 


(Cy MNTENDO POWER 


1. Ass Family Vines A6 Firal Font 3 7] NEA Jam {WS Super Belur of tha Jaci 
2 TheAiwenluresolüamayARohm 41 Frank Thomas Pa Huri"Sasetal — 75 NBA Jom TournamantEition T7 Sugar Stree Fightar | 

3 Aene Snpeesonc 42 Gargoyles 78 NBA Live 95 M6, Swat Kat 

4 MAAHU Benl Monsters A43 Godzila. Dextay All Monstore A0 NEA Live 06 d 

5. Animaniacs 44 Gnilron Stary 4 NFL Ona rorback Club S 

S Bass MastoroCissac 45, Homa Improvement #2, E35 121 Teamo Supa Bowl Prol Estien 


8. Gutman Forever 48 Judge Dredd 85, N nja Gersen Tringy X4. Tor Gow 3000 

FE g Sky Trooper 42. Jungle Siriko ib Nosleratu T8 Toy Story 

30 Blocathorne 50, Josse Park? 57 Dye Battle 228 Tue bes 

TL Baogerman 51 dnsticz Leogus Tesk Force 88 The Phantom 2040 {27 Uncharted WelersNaw Horizons 
12. Brasthol Fhe? 52 KenGrl ley Jr Prosoncs. MLE 89. Pille] The Mayan Advent ure rears 

13 BenHulHedey Us EXON 30. Pocahontas 120 Urban Strike 


Ti CactievarnsDrarulax 55 Kirby's Dream gaure, ‘9 RobecTiek 
17 Chrono Trager 56 Tha LagendctZslde:ALink to the $4 Romance ol the Three Kngremst¥: 
18 Cvizeuon Past Wall ol Fire 
18, CulthreatSslond 5I Lammnys? 85 Samuro Shodown 
20. Gemolinon Man S8. The Lun King 36 Scooby Doc Mystery 
71 Donuns Crest 38. Looney Tones 8-bal, VI Secret al Evermors 
22 Dri Tax FX BI MLEPrecentsKonGalteys Wineng — 90 Socret of Mana 
23 Disneys Aladin Fin Gy Stay 131. WWF Aaw 
24 Donkey kengGeuntry B1, Modden NFL 96 100, Spawn, $38 WWF Wrestlemena: The Arcade 
‘75, Donkay Kong Country 2Diddy.s Kong — 52 Mam Pani 101 Spidsr-Men & Venemm Maximum Game 
Dues! 53. Tha Mack Gamare 140 X Men Mutant Apucalyase 
26 Dim 4 Macher 3050 102 Spder-ManTheAmmaredSenes — Ml Zeep 


20 Dregen View 51 Mego Man Kå ME Slat Fox Game Boy 

3) Deog Zane 58 Megs Man? 105 Stor 

31 EarthBound f$ Metal Were 107 Strunt Fhleril Turha WZ Aldin 

32 Eorthwam Jn 70 Mckay Meru 103 Stunt Raca FX 343. Alan Gomes 

33. Eorlhworm Jm 2 71 Might & Mopelll stes ol Terra 105 Super Bamberman2 M4 Animaniacs 

34 Emut Smith Foal Ta Maahty Morgan Powar Rangers: The $10 Sopa Mano AI Sure. M5 Antera de/Mizsle Commu 
35. Folel Fry Special Mone TIE Snper Mena Kørt Mt Entman The An mated Sere 
38 FIFA atamans] Soccer T3 Merial Koment T2 Snper Mor o Werid2 Yoshie Island H7 Casino Funpak 

ST FFA intemalranal Soccer Vë T4 Mortal Kombat 1 X3 Snper Morad ME Cantipada Mpa 


Yeehaw! The box office hit of the season 
1s a stellar smash on the Super NES Check 
out the stunning graphics in Disney 
Interactive's Toy Story, a game destined 
to one of your favorites. 


NECTERZ 
FUNKY go 


Take a pinhead bowling Nester's bi 
a funky bowling feature. Volume 81 
reviews a cool bowling game that has 

everything except stinky bowling shoes 


pie 2 


Back in Cranky's day, games didn't have 
codes, but that was before Nintendo 
Power Next month's issue lets you go 
bananas and monkey around with some 
cool codes for Donkey Kong Country 2: 
Diddy's Kong Quest. 
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DumCowGame (No MSG} 

Cut out the markers and board, and find agin diss. Up 
olong the path to reoch the old cow shed. 
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BACK ISSUES 


These Nintendo ower is arc available individually, Add 
them to yaur callectian! Th *xcitinz reviews 


Volume 64 (Sept. 94): Mortal Kombat IT Super 
Bomberman 2, Pocky & Rocky 2, Blackthorne, Aerobiz 
Supersonic, Vortex, Shen's Re cnge. Taz-Manta (Game Box) 
The Making of Donkey Kong Country, Killer Dostmet 
Previes 
Volume 65 (Oct. '94): Super Punch Ou Final Fantasy IE 
Maximum Carnage. Mighty Morphin Power Rangers (uper 
NES), Pac Man 2. {ihusion o! Cana, Brain Lord, Mega Man V 
(Game Bos) Mortal Kombai ME (Game Bon), Yogis Gold 
Rush; Donkey Kong Country preview. Ca utin USA preview. 
Volume 66 (Nov 94): Donkey Kors €eximry Spurkster 
Earth wiru Jim, Final E ina nes Greatest 
Adventures Super Adveuture Islam TE Wild Sae Cunt 
The Alien Wat (Gane Boy), Biller Inscr preview Mortal 
Kabat 1 codes, 
Volume 67 (Dec. 94). Demons est at trwari fim Zini 
the ainikazeSquiniel Super Rom uf ihe Jedi Un accus 
Tin tat, Warin s Minis (NES) Samin ai Shimcium n (Gaii 
Boy), Wario il (Game Bis) Casini Frinpack (Ganr Boy). 
Volume 68 (fan ‘95): TheLion King Robatrel The 
Adremturesnil Batnrau & Rinbm,Palall The Mayan 

heuture Street Racer Star Tick Star fle t Acadumg 
Animaniacs NBA Jan (Game Bep) Dalis Duek The Marvin 
Missionis, Madden 9 (Game Boy). 
Volume 69 (Feb. '95), Mega Man X2, Ki bs Divan 
Cou se, The Lum Rang (Part 9) Sports Scene Wihverinc 
scaQniest DSV Desert Sit re Reinrn iili Gull (Game Ben} 
Super Paid Oi Donkey hang Land preview 
Volume 70 (Mar '95). NBA Jain fin rnament Erlition, 
Metal Wat nuis Speedy Grit iles, Tetris & Di Marn, 
Hogaite The Incredible Halk Babsy HH King & 
Aaghtsof Justice previs Ear tliBaund previ w 
Volume 71 (April 95) StarGate SpiderMan 
Arinater Scr res, Addams Fami Values Tn dum King 
Sports Scene Maris Pi mss NBA fant Code Spectal, Latest 
Newsin the Uli 264, Banana Bucks, Secret bl Everniare 
Volume 72 (May 95} Kirby sDicani Land 2. Tine lies, 
Josine League Task Force The Finisia ch Pinky 
Pigs Hannied Hiliday Fatal fury Special PGA Linnipesn 
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SWAT Kats Posci Rangcrs-Ee Mimie Viri Heroes 
Jet E3 Ri pari, AC M Programming SpatsScette, RPGs 
n japan. 
Volume 75 (Aug “95). Virtial Bos Spe my 
Galactic Pinball Teleraboxer Maria Clash, Vost s aut] 
Super Marii Warld 2 Street Fighter M Plantun 9010 Nin 
Garden Tlg Judge Dredd Arcade € Lassies kat thwer nt 
fun Chien the Stats, Digipen Gani 
Panga annm 
Volume 76 (Sept 95). killer Insinct Doom Red Alani 
N BGull Castlevania Dracula X Ue Mash Diagn The 
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he syndicate Chimu Trigger Riinancon ilic Three 
ingdams IV H Lied M Arakawa potile 
Volume 77 (Oct. '95) Supe: Marin Win ld Yoslirs Ilanı 
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Mega Man 7 Vei neal Farce Pame Bantber Aladitin (Game 
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ies be Spar ts Scene 
Volume 78 (Mov 95) Marial Kambat 3,pilcimain a 
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Use the Back Issue/Tip Book Order Form in this issue to 
order past Nintendo Power issues and books, or call our 
Consumer Service department at 1-B00-255-3700 to 
order by phone with Visa or MasterCard 


can purchase items from o Super 
Power Supplies Catelog. Only Nintendo Power mogoziee seb- 
scribers receive this treosered tome, pocked with exciesive, 
cetting-edge merchendise yoe won't sce in o store. The kind of 
steff everyone wonts, het nobody con find. No one exc 


A collectors item. A limited prodectloe cf 
1,000 hond nembered oed hond ossembled cels cre avoilehle. ” 


Yesher's smilin’ cause Design ovoiloble 
yee're stylie? en T-Shirt else. 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at hitp//www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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